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FRAZZLED, FROZE!* 

AND FLATTENED BY LOGS. 


COCO 



SUFFERED LIKE THIS. 



£ 44.99 


Roll up. Roll up. Kid Klown's come to town. A five level 
platform adventure with an isometric view, cartoon 
graphics, and a wicked sense of humour. Split your 
sides as bombs explode in a crazy chase that'll give 
you thumbs that are as red as your nose. For more 
information call the Nintendo Hotline. 01703 652222. 
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NINTENDO ULTRA 84: 
ACCLAIM 


This month an NMS correspondent visited the nerve 
centre of Acclaim's research and development, where 
he was shown NU 64 emulations using amazing 
motion capture technology. Read all about it inside. 


"XY* r ■ 

r 


PRIMAL RACE 


Primal Rage outsold all other coin-ops to the 
major distributors last year - Kl included - 
which is probably why Time Warner decided 
to convert this beat 'em up to every format 
imaginable! NMS takes an exclusive firts look 
behind the scenes at the Nintendo versions. 
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MARIO’S PICROSS 

Nintendo's latest puzzle game is unique, 
making it the next best thing to Tetris for 
pure, mind-bending, portable power. It looks 
simple. It looks dull. It absolutely isn't! 
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GARY’S 
GOSSIP 

The ground swell of infor¬ 
mation that fuels our news 
section is presented in 
depth, without bias, in a 
four-page feast for the 
nether-neurons! 
Yee-a-a-a-o-o-o-argh!!! 
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TIPS! TIPSI TIPS! 

Nintendo Magazine System is the first 
place you should look for all the latest 
hints and cheats. Besides, where else can 
you win Konami games each month for 
outstanding performance? The stuff fea¬ 
tured this issue is magnifadifferous! 
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NINTENDO ULTRA 64 
EARLY RELEASE? 

Word has it Nintendo are planning to launch 
NU 64 sooner than expected, possibly to 
coincide with PlayStation and Saturn. At the 
very least we are assured NU 64 hardware is 
being readied for display at the imminent E3 
show in Los Angeles, along with demonstra¬ 
tions of its vast capabilties perhaps even 
early demos of games! Paradigm have con¬ 
firmed that at least one of these demonstra¬ 
tions is their handy work; remember they are 
one of the teams benefiting from Shigeru 
Miyamoto's contributions. 

It is the sheer size of Nintendo's display area 
at E3 - their biggest yet - that has started the 
rumours flying. But the expected NU 64 
announcement is only part of what is planned for 
the second half of 1995. A list of developers is 
confirmed for Virtual Boy (see story) and, from what 
we can gather, the Super NES is poised to hit hard 
with something more spectacular than Donkey Kong 
Country. And we ain't kidding! 


POWER SURGE! 

The Power Rangers Movie released next month is going to save the 
world though we're unlikely to be safe from it. To coincide with the the¬ 
atrical release, Toy manufacturers Bandai are planning to unleash a sec¬ 
ond Super NES game to feature the heroes dressed in Tutti-Frutti bike 
gear. A movie report is to follow next month, meanwhile here's an exclu¬ 
sive first look at the game. 


What did you expect croquet? Of course it's a beat 'em up! This time 
the rangers can jump in and out of the foreground as a tactical advan¬ 
tage over Ivan Ooze's hench men. He's the new baddie, didn't you 
know. Note the new characters too: Red Ranger is now Rocky, Aisha 
steps in as Yellow Ranger and Black Ranger is now Adam; though both 
Trini and Zack feature briefly in the film. Queue the music... 


VIRGIN ON THE AMAZING' 

Yet another link is drawn between musician Peter Gabriel and 
Nintendo Ultra 64 this month, as Virgin Interactive 
Entertainment are signed up to develop for the dream machine. 
While Angel studios are busy on their project, Rebecca Allen, 
who's also worked with Mr Gabriel on video projects, is produc¬ 
ing a 3D action game of the kind never seen before. Scheduled 
for 1996, it's a vague proposition for sure though unbiased con¬ 
tacts confirm the project really is 'that cool.' The tension mounts. 
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VIRTUAL BOY 



rare that a product is, kept so firmly under 
wraps that even the popular Japanese press 
have a tough time previewing it, but 
Nintendo Co Ltd are keeping everyone at 
bay over Virtual Boy. Nintendo of America 
have been kind enough to supply some 
information however, making it possible 
for us to present you with this full list of 
prospective games and the names of 
their developers. 


r (unknown) Star Soldier (Hudson Soft) 


Red Alarm 


Telero Boxer (Nintendo) 


(T&E Soft) 


Mario Adventure (Nintendo) 


GAMES CONFIRMED! 


Plus: Mario f s Dream Tennis, Space Pinball (Nintendo), I /1-Tetris, Faceball (BPS), Golf (T&E Soft), Virtual League Baseball (Kemco), Virtual MahJong (VAP) 


ATARI LYNX 2 29.99 



INTN’L S/STAR SOCCER POWER RANGERS 

39.99 43.99-£3xs 


CANNON FODDER 
40.99- £3 XS 



‘ - 

; 

• SAVE 

r : • £25 


SUPER BOMBERMAN PGA TOUR GOLF BOXING LEGENDS SUPER M/WORLD MARIO ALL STARS 

17.99 19.99 40.99 14.99 24.99 



WITH BATMAN RETURNS 

POWERFUL 16BIT HANDHELD AT AN 
UNBEATABLE PRICE. 

TOP TEN SOFTWARE 

CHECKERED FLAG .10.99 

STEEL TALONS .! 

PINBALL JAM .11.99 

WORLD CLASS SOCCER .11.99 

WARBIRDS .14.S 


SUPER NES GAMES 

• = NEW GAME 

ADDAMS FAMILY VALUES .35.99 

AIR CAVALRY.39.99 

AKIRA- .39.99 

ALIEN VS PREDATOR .33.99 

ARCHER MACS SUPER DROPZONE 38.99 

BATTLETOADS AND DOUBLE DRAGON • 39.99 

BOXING LEGENDS OF THE RING .. .40.99 

BRUTAL .39.99 

BUBSY .15.99 

CANNON FODDER .40.99 

XS SAVER - DEDUCT £3 UNTIL MAY 31 

CARRIER ACES .39.99 

CHUCK ROCK .19.99 

CLAYFIGHTER 2 - JUDGEMENT CLAY 44.99 

CYBERNATOR .19.99 

DEMOLITION MAN .39.99 

DESERT FIGHTER .19.99 

DONKEY KONG COUNTRY .49.99 

EARTHWORM JIM .44.99 

EQUINOX .19.99 

FIFA SOCCER .35.99 

FULL THROTTLE RACING .39.99 

GHOUL PATROL (ZOMBIES 2) .44.99 

HEBEREKE’S POPOON .36.99 

INDY JONES’ GREATEST ADV.44.99 

INTN’L SUPERSTAR SOCCER .39.99 

JELLY BOY.36.99 

JOHN MADDEN ‘93 9.99 

KID CLOWN’S CRAZY CHASE .39.99 

LAMBORGHINI - .29.99 

LEGEND OF THE MYSTICAL NINJA • 19.99 

LEMMINGS 2 .45.99 

LETHAL ENFORCERS (WITH GUN) ...49.99 


LION KING . 

LORD OF THE RINGS . 

LOST VIKINGS . 

LOST VIKINGS 2 . 

MADDEN NFL ‘95 . 

MARIO ALL STARS . 

MARIO ANDRETTI RACING • 

MEGA MANX . 

MICKEYMANIA . 

MICRO MACHINES . 

MIGHTY MAX . 

MORTAL KOMBAT 


...37.99 
...19.99 
...45.99 
...37.99 
...24.99 
...36.99 
...33.99 
...45.99 
...38.99 
...26.99 
...17.99 

MORTAL KOMBAT 2 49.99 

MYSTIC QUEST .14.99 

NBA JAM-TOURNAMENT EDITION- 51.99 

NBA LIVE ‘95 (BASKETBALL) .44.99 

NHLPA'93 ICE HOCKEY .14.99 

NINJA WARRIORS • 39.99 

PGA TOUR GOLF .19.99 

PINBALL FANTASIES .32.99 

POP ‘N‘ TWINBEE .23.99 

POWER RANGERS .43.99 

XS SAVER - DEDUCT £3 UNTIL MAY 31 

POWERDRIVE .37.99 

SECRET OF MANA .33.99 

SIDE POCKET .35.99 

SIM CITY .19.99 

SPARKSTER .34.99 

SPIDERMAN • .46.99 

STAR TREK - STARFLEET ACADEMY 37.99 

STARGATE.49.99 

STARWING.14.99 

STREET RACER .32.99 

STREETFIGHTER 2.34.99 

STREETFIGHTER TURBO .25.99 

STUNT RACE FX.39.99 


SUNSET RIDERS .19.99 

SUPER BC KID .40.99 

SUPER BOMBERMAN .17.99 

SUPER BOMBERMAN 2 .40.99 

SUPER INTERNTIONALCRICKET- ...33.99 

SUPER KICK OFF .14.99 

SUPER MARIO KART .33.99 

SUPER MARIO WORLD .14.99 

SUPER METROID .41.99 

SUPER PUNCH OUT .39.99 

SUPER RETURN OF THE JEDI .48.99 

SUPER STAR WARS .29.99 

SYNDICATE .24.99 

TELSTAR 100% ADVENTURE 
SUPER PUTTY AND 

SUPER MARIO WORLD • .39.99 

T2 - THE ARCADE GAME.19.99 

THE ADV OF BATMAN AND ROBIN ...48.49 

THE BRAINIES .37.99 

THE DEATH AND RETURN 

OF SUPERMAN .39.99 

THE FIREMEN- .36.99 

THE SIMPSONS - ITCHY AND SCRATCHY 38.99 

THE SMURFS .33.99 

THEME PARK .36.99 

TINY TOON ADVENTURES 

- BUSTER BUSTS LOOSE .26.99 

- WILD ‘N’ WACKY SPORTS .40.99 

UNIRALLY .39.99 

WARIO’S WOODS .34.99 

WARLOCK • 46.99 

WORLD LEAGUE BASKETBALL .12.99 

WWF RAW .51.99 

YOGI BEAR - CARTOON CAPERS ...34.99 

ZELDA 3 - LINK TO THE PAST .26.99 

ZOMBIES - .19.99 


NEOGEO 




NEO-GEO CD 
WITH FATAL 
FURY 2 AND 
2 CONTROL 
PADS 


379.99 

STATE-OF-THE-ART CD BASED CONSOLE. 


AEROFIGHTERS 2.43.99 

AGGRESSORS OF DARK COMBAT ...43.99 

ART OF FIGHTING.43.99 

ART OF FIGHTING 2 .43.99 

BLUES JOURNEY .43.99 

CROSSED SWORDS .43.99 

FATAL FURY SPECIAL .43.99 

KING OF FIGHTERS ‘94 .50.99 

MAGICIAN LORD .43.99 

MUTATION NATION .43.99 

NINJA COMBAT.43.99 

NINJA COMMANDO .43.99 

RALLY CHASE .43.99 

SAMURAI SHODOWN 2 .50.99 

STREET HOOP .43.99 

SUPER SIDEKICKS 2 .43.99 

TOP HUNTER .43.99 

VIEWPOINT .43.99 

WINDJAMMERS .43.99 

WORLD HEROS 2 JET .50.99 



SUPER NES DEALS 

SUPER NES WITH STARWING .79.99 

SNES WITH 

STREETFIGHTER TURBO .79.99 

SUPER NES 

MARIO ALL STARS PACK .89.99 

SUPER MARIO 1, 2 AND 3 PLUS LOST LEVELS 
GAME (ON ONE FOUR-GAME CARTRIDGE) 

SUPER NES WITH 

DONKEY KONG COUNTRY .111.99 

(ALL OF THE ABOVE COME WITH ONE NINTENDO JOYPAD) 


NINTENDO PAD 


ASCIIPAD SN 


_ Jli_ 

QUICKJOY PROPAD 4 PLAYER ADAPTOR 


NINTENDO CONTROL PAD .16.99 

ASCIIPAD SN JOYPAD 

SLOW MOTION AND TURBO FIRE ...12.49 
QUICKJOY SN PROPAD WITH AUTOFIRE 

AND SLOW MOTION .12.99 

- VJ QUICKJOY SN PROGRAM 

^ > z'm PAD. WITH AUTOFIRE 

■ AND SLOW MOTION. 

] HOLDS MOVES IN 
3 MEMORY .19.99 



PHASE 9 4 PLAYER ADAPTOR. FOR 

SUPER BOMBERMAN AND OTHER 

4 PLAYER GAMES.14.99 

2ND LIGHT GUN PLUGS INTO 1ST GUN 
FOR 2 PLAYER ACTION IN LETHAL 

ENFORCERS .17.99 

SCART LEAD SNES TO TV .9.99 

DUST COVER KEEPS SNES 

WARM AT NIGHT .5.99 

HI-FI LEAD SNES TO TWO PHONO 12.99 


HEAVY discounts 
HUGE range 
10am to 8pm Daily 

01279 600204 

Fax 01279 726842 
(we’ll fax back to confirm) 

Win a Sony PlayStation 

Free competition to members 
See the Club Magazine 



WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN 

Special Reserve Members receive our 48-page Colour Club Magazine monthly. Each 
issue carries a huge range of products and includes at least £30 worth of XS Savers for 
additional savings on top products. Members are under no obligation to buy anything. 


MEMBERSHIP FEES 
ONE YEAR (6 MONTHS) 


UK 

7,00(4.00) 


EC 

9.00 ( 6 . 00 ) 


WORLD 

I LOO ( 7 . 00 ) 


One year price includes 12 issues of Special Reserve magazine with £180 of XS Savers 

All prices include VAT and 2-3 working day carriage to UK mainland. Allow one or two days 
for processing and despatch of stock items. We issue confirmations of all orders received 

Overseas orders must be paid by credit card Hardware items (battery or mains) are only 
supplied to the UK mainland Overseas surcharge £2.00 per software item or 25% on other items 

Orders accepted by post, phone, fax or visit on of our amazing Special Reserve 
club shops in Chelmsford and Sawbridgeworth NARY 

(BLOCK CAPITALS please) 

Name & Address_ * 


Enter membership number or NEW MEMBERSHIP FEE | 

item 


item 


item 


item 


Please use this box to add any optional fast delivery charge 
1st Class Post 50p per posted item or £10 hardware 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P. 0./Access/Mastercard/Switch/Visa 


CREDIT CARD 
EXPIRY DATE _ 


SIGNATURE 


SWITCH 

_(ISSUE NO_) 


Cheques payable to: SPECIAL RESERVE at 

P.O. BOX 847, HARLOW, CM21 9PH 

Inevitably some games listed may not yet be available. Please phone to check availability. 
Prices and offers may change without prior notification. SAVE = Saving off full retail price. 
PRICES CORRECT AT TIME OF GOING TO PRESS. 26.04.95 E .& O.E. 
Inter-Mediates Ltd, 2 South Block, The Makings, Sawbridgeworth, Herts. CM21 9PG. 
JtemsJ>ouqht ki the_shop^carr^a_50p service charcjeoji thejnail orderj^rices^ ____ _j 









































































































































































































MEET NINTENDO’S SATELLAVIEW 
SUPERSTARS - SATEBO AND PAREBOl 


0VMS) 8 


warn 


Before Japanese games players can 
receive any pictures however, they 
must first own a satellite dish. Oh, 
and a television set helps too! The 
programmes, which are totally 
interactive through the Super 
Famicom, are broadcast daily from 
4:00 PM to 7:00 PM. If you are 
lucky enough to be in Japan, and 
have access to a BS-X system, 
here's what is beamed down to 
your home: 

A town is shown on screen, acting as a 
menu where the various buildings are 
used to represent the programmes being broad¬ 
cast on Channel 5, of which there are four: 


Nation-wide game competition, which takes 
the form of a colossal multi-player game or quiz, 
the results of which can be carried over form one 
week to the next. Imagine! 

Data Present, loaded with potential for enthusi¬ 
astic games players who want to add extra levels 
or maps to their current games. Yes, believe it or 


Video game culture in Japan is so different 
from the UK. It actually exists for one thing, which 
means Nintendo have the opportunity to become 
very creative when looking for ways to satisfy 
their millions of fans. Rather than be constrained 
by terrestrial limitations, NCL (Nintendo Co. Ltd.) 
have launched BS-X - the world's first digital data 
satellite system, which became operational as of 
April 23. 


Electronic Magazine, of the kind where viewers 
can check out reveiews of games presented as 
video images along with voice-over comments; 
listen to hosts from popular magazines talk about 
games; receive news of the latest CDs, jokes, TV 
stars and Idol (Japanese pop stars). Information 
from this programme is allowed to be stored in 
the BS-X pak's Memo function. 
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BS-X SATELLITE 


SYSTEM 


not, this is what Data 
Present can do for you! 

Simply download the 
relevant information to 
a cart you already own, 

Chrono Trigger for 
example, and take off on a whole new 
adventure for free! 


Town News, featuring all the latest 
gossip to arise from the first three pro¬ 
grammes in the 'town.' Highest 
scores, the biggest-selling games - 
this type of thing. 


It's hard to believe this is really going 
on, but as soon as our man in Japan 
is able to send more details we'll for¬ 
ward them on to you. 


The system costs ¥14 000 and this is what you 
get in the box: 

Satellite Broadcasting Adaptor, or 
"Satellaview" 

Dedicated AV selector 
Dedicated AC Adaptor 
Dedicated Power Source Interface Box 
Dedicated Broadcasting Cassette 
8 Meg Memory Pak 


DO NOT ADJUST YOUR SETS! 

NINTENDO LAUNCH 


























KONAMI PRESENT THE 
FURTHER ADVENTURES OF... 

Take a seat. There is a lot to take in here. 

Those purveyors of all things quality oriented, 
Konami, have sequels in progress for five of their 
greatest games. They are as follows: 

Ganbare Goeman IV 
Parodius III 

Powerful Pro Baseball III 
Castlevania X: The Vampire's Kiss 
International Superstar Soccer II. 

That's one heck of a sight and sound package 
being readied for anyone who owns a Super. NES, 
though it's likely to be quite a time before all but 
ISS II reaches these shores. On top of all this 
potent work, the Kobe based company have a 
role-playing game in development, which we sus¬ 
pect is a new installment to the popular Japanese 
'Madara' saga. Rest assured all these games have 
space reserved, ready for when Konami have 
something more to show. Meanwhile, cast a criti¬ 
cal eye over these Castlevania X screen shots. 




(ABOVE) With the techniques Konami have learned since 
the first Super NES Castlevania, 'X' ought to be truly 
incredible - we just can't wait ! 0 


irs THE START OF THE 
WORLD AS WE KNOW IT 

Sid Meier is bringing his idea of Civilisation 
to the Super NES, according to news accessed 
from Nintendo Hotline's DAISY system. It's a 
hybrid of Sim City, Powermonger and Mega- 
Lo-Mania scheduled for release in the third 
quarter of '95. That's autumn this year, by the 
way. This is indeed good news for, as far as 
strategy games go, Civilisation kicks ass. The 
basic object is to guide your people from 
being mindless savages through to conquering 
the far reaches of the galaxy. Civilisation is a 
hu-uge hit on PC and Amiga formats, large 
and, doubtless, very boring books have even 
been written about it. More news soon. 


96 IN 95-VIVA 
FIFA! 

NMS is very much an 
International Superstar Soccer 
zone of late, but the whistle 
being blown on FIFA '96 cer¬ 
tainly caught our attention. No 
details as yet, though the new 
season is anticipated to com¬ 
mence late this year. 

CUM ON FEEL 
THE NOISE 

We like to feel the ground 
shake when playing killer games 
like Super Probotector, NBA Jam 
and Stunt Race FX. So imagine 
our joy at finding something 
that generatess the rumble with¬ 
out leaving our ears whistling 
like a kettle on the boil. It's a 
virtual reality peripheral called 
the 'Interactor', adapted from 
Swiss company Aura's patented 
'electromagnetic actuator' tech¬ 
nology. We think the £70+ price 
tag is rather high though... 



RISING READ 

You've played the game, seen 
the film, bought the pencil case 
and soon you'll be able to read 
the book of your favourite beat 
'em up characters in three 
"exciting" new novels. The first 
is Rise of the Robots: The Novel 
by Jim Murdoch. It's big and it's 
priced at £4.99, it's also out in 
your bookshops now. The sec¬ 
ond and third books concen¬ 
trate on the evergreen exploits 
of the Street Fighter characters 
in. They've even got nice pic¬ 
tures in for the hard of thinking. 
The first is "Yak Attack", and 
tells the tale of Ryu and his mis¬ 
sion to avenge the poisoning of 
a young friend. The second is 
titled "Dragon's Breath" and 
features Chun Li, who is, out to 
avenge her father's death. Both 
stories are by Jon Sutherland 
and Nigel Gross, with illustra¬ 
tions by Neil Herbert. They both 
cost £3.99. You have been 
warned. 




TANK’S A BILLIONAIRE 

She's tall, she's blonde, she's sexy, she has a 
kangaroo for a boyfriend and she can have you 
in a fight any day - all of you. She is, of course, 
Tank Girl - the cult heroine of the comic-with-atti- 
tude, Deadline. Not for much longer though, for 
this summer she, and several of her cohorts - 
human or otherwise - are set to explode onto the 
big screen in the movie that has all Hollywood 
excited. Apparently. The film, out this month, stars 
new discoveries Lori Petty in the lead role and Jeff 
Kober as Booger her kangaroo lover. 

Maybe you'd like to ruin the story for yourself 
before seeing the film? If this is the case, go seek 
'The Making of Tank Girl' published by Titan. It 
covers everything from 'the miracle of birth' to 
'FX, lies and video tape' featuring more pictures 
of Lori Petty than you could shake a digerido at. 


UNIRALLY COMPO PRIZES 

For all those people who recently treated 
themselevs to a copy of Unirally from 
Nintendo, we have details of the groovy prize 
on offer to all those who meet the 
requirments of the competition run last issue. 
First prize is a Unicyle, no less, an item that is 
quite rare to come by, along with a limited 
edition holo-foil T-shirt and a Super NES. The 
holo-foil is especially cool as it contains a 3-D 
image of a unicycle created using a technolo¬ 
gy created by NASA. So we are told. Should 
your times come close, there are three run¬ 
ners-up prizes of T-shirts. In the short term, if 
you feel you have the power in your finger tips 
but are short on cash, we have four copies of 
the game to give the first four people to send 
in their name and address on the back of a 
postcard to 'I HAVE THE FLASH BUT NO 
CASH,' at the usual address. 
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BEST SNES GAMES I'VE HAD 


THE PLEASURE TO REVIEW 


THE ACTION IS NON-STOP 


THE GRAPHICS SUPERB 


THAN SUPER TURRICAN 2 


SUPER GAMER 








ir Turrican 2 © 1995 Rainbow Arts Gmbh. Developed by Factor 5. 
shed by Ocean . Turrican is a registered trademark of Rainbow Arts 
h. Turrican © 1990-1995 Rainbow Arts Gmbh. 









EOPLE SYSTEM 




I've just a few spare moments before jetting off to Los Angeles for the Electronic Entertainment 
Expo, so this is an ideal opportunity to express a few thoughts on Nintendo. First off I'd like to 

explain why NMS might appear so 'pro Nintendo' of late. It absolutely isn't because we're the 
official magazine, after all what's the use of an opinion when it isn't your own. The reason 
we're so hyped is because it's downright impossible not to be. Practically every developer 
we've spoken to, while not being able to give details, have enthused at length about the 
grand possibilities of NU 64. Richard Kay, head of Software Creations, even went so far as to 
say it's first thing that's made him want to come into work since 1982! Considering the num- 
| ber of exciting things that have happened to his company since that time, you know he's in 
posession of something truly amazing. 

As for Virtual Boy and Super NES, well you'll just have to wait 
and see. It's going to be good, though, mark my words. 

E3 is the event of the decade for Nintendo. And it's going to 
be this company alone who convince the rapidly increasing 
number of disappointed next generation hopefuls that, when 
this real next generation system arrives, the wait has been 
worth it! 
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NEW NATIONAL 
HOLIDAY DECLARED! 


April 23rd is to be declared a new National Holiday after the birth 
of Evan David McVittie at 4:00 am on this day. Father Andy, 
esteemed editor of Nintendo Magazine System, is said to be over 
the moon about the event. Or under the table; our source on his 
occasion wasn't clear, as she was having a baby at the time. 
Congratulations Jackie and Andy! Hello Evan. Coogie-coogie-coo- 
gie. Awe-den. Oo's a widdle chicken... 


NINTENDO PEOPLE SYSTEM 

Summer term blues come 
but once a year and spell 
the return of the dreaded 
school project. Endless 
sleepless nights pondering 
the prospect of standing in 
front of the class and 
spilling the beans 
on some subject or /U 
other that nobody jj/f m 
has the slightest i 
bit of interest in. if | 

To quell those 

fears and rest \ j 1 
those weary V 

minds, take solace \ 
in, and draw inspira- 
tion from the team to 
end all teams. 


ANDY MCVITTIE 

There's always a scent of the 
acrid premeating the air when¬ 
ever Andy's around. He works 
so hard. Sometimes his keeness 
to do well is a liability however 
and there's no better illus¬ 
tration than this particu- 

£! V lar episode. Once, in 

Chemistry, the class 
was conducting an 
experiment to pro- 
duce Crystaline 
Sulpha. It was 
\ most important 

that the sulpha did 
| not catch fire, 

because if it did every¬ 
one would melt in a 
cloud of sulphuric acid. Guess 
who torched the lethal yellow 
rock to a cinder. 


IU II ICI t 
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HOT FUN IN THE 
SUMMER 
TIME!!! 

Love is most certainly in the air this month, dear 
readers. Can't quite put our fingers on it, but 'it' 
is there all the same. O'course it's affected some 
of us more than others - especially Gary Harrod, 
who's getting married almost the very day this 
magazine goes on sale. Ce-rikey, eh! 

In a round about way brings us to 
the subject of this month's editorial. 
What magnificent plans have you 
lined up for the summer? Once 
you've decided on something, why 
not take some photos of yourself 
'in action', as it were. Better still, 
why not snap one of your mates 
doing something they're bound 
to wish they could forget later. 
Imagine thousands of NMS 
readers perusing the year's 
most embarassing incident. 
Imagine the shame of their 
flicking through NMS one 
day, only to find their ghastly 
misfortune emblazoned on 
these very pages. 

Imagine... 

Don't delay. Send all 
those crucial pieces of 
evidence to:NMS HALL 
OF SHAME, at the usual 
address. Hoo-har- 
haargh! 

If there's anything 
you'd like to see on 
these pages in 
future, why not drop 
us a line to let us 
know. We're always open to 
ideas - in fact, we're willing to send 
some of our exclusive 'press only' freebies to those 
people who present the funniest ideas...Post 'em to us here, at 
this address: ABRACADOOBRIE! HALLACAZEDITORIAL!, NMS, Priory 
Court, 30-32 Farringdon Lane, London EC1R 3AU 


RATINGS GUIDE 


ANY GAME SCORING 90 PER CENT OR ABOVE IS IMMEDIATELY 
AWARDED THE NMS SEAL OF QUALITY. THESE GAMES ARE NMS 
RECOMMENDED AND ABSOLUTE MUST BUYS. 

Captains log, Stardate: 90.100 - The crew are fit and we are 
ready to embark on a journey into the little known 

Debauchoid system. Let us boldly go where only the special 
effects department has gone before!... 

80-89 

We have just entered the Debauchoid system. Moral among 
the crew couldn't be better. Scotty tells me the ship is in per¬ 
fect condition. Spock has informed me that we are picking up 
intriguing readings... 

70-79 

A strange yellow gas appears to have entered the Enterprise 
through the cooling vents. It is being analysed by the labs 
and appears harmless... 

60-69 

This is strange. Earlier today 1 came across Spock alone in his 
room with a strange white stick in his mouth that gave off 
smoke. He informed me it was a B and H. As he exhaled its 
contaminants he smiled and said 'Hmmm. Logical/... 

50-59 

Just tried to check engine status. Scottie's reply was slurred 
and 1 could hear the clink of a glasses and many cheers and 
roars. Then he started shouting down the intercom "Cap'n, 1 
cannie drink much more! Wahey!" Something is definitely 
wrong... 

40-49 

Things are worsening. The Enterprise vibrates to the sound of 
strange music that beats with a repetative nature. Many 
among the crew are wondering around bobbing on their feet, 
making odd statements like 'wicked' and 'sorted'... 

w 

GAMES SCORING BELOW 40 PER CENT ARE IMMEDIATELY 
AWARDED THE NMS KIPPER OF COMMISERATION, THE 
ACKNOWLEDGED BENCHMARK OF BADNESS 

This insanity is spreading. 1 just caught Uhura and Chekov 
performing abominable acts among the stationary equipment 
in one of the store rooms! A cure must be found soon!... 

20-29 

This madness is closing in. 1 sense temptation everywhere. 

Spock has moved on to 'High Tar' and now finds it amusing to 
address me as 'the balding git in the glam rock outfit'... 

0-19 

..1 can no longer stand the non-stop thump of music, the 
whistling and the endless revelry. 1 must preserve my dignity 
before it is too late. Captain's Log ends here. 



PAULI BUFTON 

Young master Button longed 
to become a monk. Rather 
than contain his longings for 
a life free of tempta- 
tion, Paul couldn't 
* resist labouring 
long and hard 
\ over 'The Diary 
of a Medieval 
Monk' for his 
school essay. 
jjry Not your usual 
sugar paper, gloy 
gum and felt-tip 
effort this, oh no. Paul 
compiled the entire thing on 
an Acorn Electron, even 
going so far as to write spe¬ 
cial tunes accompaied by 
animated pictures. Of monks 
no doubt. We just cannot 
begin to imagine! 


PETER BARRELL 

As a disciple of the Great Ninja 
Design Monk, Applacious 
Maconus, Pete was never 
required to perform the 
humiliating exercise of 
Show-and-Tell, instead 
concentrating his / • A 

efforts on perfecting / * /|l 

the art of page ^ 

lotion. \JL 


PAUL DAVIES 

No... it's too terrible. Oh 
alright. For his fourth 
year English talk Paul 
waxed lyrical on the 
joys of playing Pac- 
Man, drawing com 
JHp plex diagrams on 
the black-board to 
illustrate the finer 
JMp§ijr points of his intrigu- 
ing (snooze) presenta¬ 
tion. This isn't worst of it, 
though. The long-haired 
lad, walking in the - z 

shadow of the blues 
at the time, conclud- / 
ed his Yee Olde 16+ 
course with an 
appreciation of \ 

hard-core grind-core ^ | 
artistes Whitesnake. •• f J 
Oh, the shame! 


GARY HARROD 

Ga insists he was too hard to 
accept the gauntlet of 
facing the class. Too 
hard? Because it was 
too soon after the ak 
tragic accident with M 
the vat of quick dry 
cement, and there- V|| 
fore he was still 
devoid of natural sup¬ 
pleness? Or too hard, 
implying that he was rather 
difficult to figure out 

a at this stage in his 
l delecate develop 

bless him. We 

big softie at 
heart. 
Widdums. 


mampu 
However, in a moment 
of reminiscence the 
wise old man recalls a 
^ time of success fol¬ 
lowing the exercising of 
^ \ the crayons and paper, 
the young disciple was 
2 rewarded with second 
place in the 'Keep 
Bagshot Tidy' design 
showdown for drawing 
an apple with eyes. The 
recklessness of youth! 























ONCE UPON A TIME. 


MWN wfli UM u am M u M m f VI am • • • 

...in the future a meteorite crashes into the earth, as they are sometimes 
known to do, and wipes out everything. Yes, even George Burns. At least it 
wipes out everything known to man, which doesn't include the seven 
dinosaur-like gods who've been encased inside the earth's crust since time 
began. Now they've inherited the new 'Urth' and it's time for them to elect 
a leader... 


As arcade conversions go. Primal Rage is among the most ambitious. Though the 
Super NES has proved itself more than capable of handling the Street Fighter II 
series , arcade technology has come a long way since 1991 and the state-of-the-art 
techniques used in creating Rage are 'prime' examples of this. So a Super NES con¬ 
version, let alone Game Boy , is no mean feat! 


•-i "V'-v>.- v 

,'S>; OlROTK ^ • ! 


World Warrior Blanka made Street Fig s 
game released previously, no doubt a, 
liness is a far cry from Vie Ar Kung Fu 
’em ups will never be quite the same i 
combat game where every fighter is i 
than Blanka, and you have some idt 
PRIMAL RAGE!!! 


E ’tal than any 

zitian beast- - 
3d that beat i 
Now try to imagine a , 
and downright dirtier 
what to expect with \ 


(j^BOVE) Drawing First 
Blood is like making 
First Hit in Super Street 
Filter II - extra bonus 
points are awarded . 


GAME DATA 


• GAME: PRIMAL RAGE 

• BY: TIME WARNER 

• RELEASE AUGUST 

• GAME TYPE BEAT ’EM UP 

• PLAYERS: 1-2 

• CART SIZE: 24 MEG 
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NO HOLDS 


Button response in Primal Rage is dif¬ 
ferent t oany other beat 'em up. 
Instead of five or six buttons used, 
there are only four; though this is 
quite deliberate and each button has 
'power hits' mapped into them to 
compensate. All specials are executed 
by holding the buttons, performing 
the move then letting go of the but¬ 
tons. It's not so easy to transport your 
MKII or Killer Instinct tactics to this 
machine, that's for sure. 


sum mm. 


BARRED 
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(RIGHT) Character selection is a pretty 
standard process, but this is about as 
predictable as Primal Rage gets! 


a&MADON 


PRIMAL GAME BOY 


! DROWNED BY 


SOUND 


Though the Super NES's sound chip can hold its 
own against the best of them, it cannot hope 
match the output of a Primal Rage coin-op. This 
isn't such a bad thing to come to terms with 
however, as Primal uses a specialist sound 
processor that generates something called 
'Cage Total Immersion Audio system.' Like CD- 
Sound, found in Capcom's most recent coin¬ 
ops, Cage gives the impression that sound is all 
around you. Clever, eh. Difficult too. 




I I 


i # 


m «■ ■ 


liistv: 


114l«4 


PROBE 

If Scott of the Antarctic had been working at Probe when the Primal Rage document 
was delivered, even he would have taken extended leave! So how on Urth have this 
British development team coped? As is most likely the case with Bit Masters, Time 
Warner supplied Probe with all animations for each character in the game on a 
series of disks. From these the artists had to drastically reduce the colour and detail 
for the Game Boy while still retaining the identity of each fighter. Also one charac¬ 
ter, Vertigo, had to go - apparently his tail is too long! Thousands of animations were 
sacrificed too, of course, but the movement of all the fighters is still very fluid. From 
what we have seen and heard of Primal on the Game Boy, it's sure to impress any¬ 
one who's happy with Probe's sterling treatment of Mortal Kombat I and II. 
They've even managed to include the option which links two players 
for head-to-head combat. 

Perhaps the best part of the deal with Primal Rage on the Game Boy is the revised 
combo system being developed by Time Warner themselves. With the animation style 
modified to such an extent, and with the restrictions of using two instead of four but¬ 
tons to perform moves, the tactics used in the coin-op simply don't apply in the 
Game Boy version. This has called for a rethink of strategies, and who better to piece 
together an exclusive range of Primal combos than the developers of the original 
coin-op. For players who are big fans of the whole Primal Rage phenomenon, the 
Game Boy cart may arrive as something of a cool extension rather than just 
an imitation of the real thing. Let's hope so. 


1st 

in * 


mmm m 


(ABOVE) The shades for all Game Boy characters had to be carefully considered, to allow for 
identification and clarity. 
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PRIMEVAL PRIME 

Believe it or not, generating three-dimensional characters inside a com¬ 
puter is easier than doing it by hand. But, for maximum effect, you can't 
beat a true 3D model posed and digitally photographed, frame by frame, 
under a true light source in three dimensions. 

ROAR MODELS 

Hand-mode latex models with real hair, feathers and fur, when animated skilfully, 
have the potential to look very convincing indeed. Problem is such a project requires 
an unprecedented amount of dedication and, more significantly, time. The two mad¬ 
men who decided to embark on such a project are Dennis Harper, producer of 
Primal Rage, and Jason Leong, whose job it was to lead the animation team. Over 
two years ago the pair planned to make Primal Rage a face-off between two 
Tyrannosaurus Rexs, however it became obvious that a group of more fantastical 
creatures had greater potential, so the pair took Primal to the drawing board once 
more. 

What eventually emerged is a pack of prehistoric hybrids, pieced together from the 
most ferocious elements of the dinosaur era. The examples provided here, taken 
from the designers' profile, are Talon who is 'mostly deinonychus, with the striping 
and vocals of a tiger'; Armadon combining 'elements of triceratops, anklyosaurus 
and stegosaurus' and Vertigo - 'part cobra and part effraasia.' Sort of like 'Pick 'n' 
Mix' at Woollies, only more dangerous. 

The animator employed to bring these creatures of 'Urth' to life was a man named 
Pete Kleinow. The big 'so what' here is that Pete has a history of working on stop- 
motion Hollywood pictures, such as 'Gumby' and 'Army of Darkness', and his talents 
proved invaluable to the project. Another major contribution came from model- 
maker Dan Platt who discovered that traditional ball-and-socket joints used in wire¬ 
frame skeletons couldn't handle the complex manoeuvres required in an all-out beat 
'em up like Primal. So specialist joints were developed for the project something that 
has never been necessary in the entire history of Hollywood monster movies! 


After each individual skeleton, or 'armature', was constructed they were cloaked in 
a latex body then passed on for the finishing touches to Jason Leong's department. 
Under Leong's supervision the models got painted, were given hair and dressed with 
as many finger-nails, teeth and claws as considered necessary. Once complete the 
miniature gods of Urth were placed in Pete Kleinow's hallowed hands. 


"DEAL WITH THEM BEFORE 
THEY DEAL WITH YOU!!” 


kjj»7 


PRIME MOVERS 

There are two big areas where the conversion 
from coin-op to console gets complicated with 
Primal Rage, the first is the sheer number of ani¬ 
mation frames per character. Every mutant 
dinosaur's repertoire is governed by 70 set 
sequences, broken down from complex anima¬ 
tions that describe the movement of each limb. 
In the coin-op each fighter uses at least 600 
frames of animation, which is more than five 
times the amount needed to have the World 
Warriors do their stuff! Narrowing all this down 
to fit inside a 24-Meg Super NES cart is a task 
in itself, but the problems don't end here... 
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(ABOVE) These people are the development team who worked on the coin-op. Bit Masters 
ere way too tired to show their faces! 


WHAT'S NEXT MONTH? 

... expect a full preview of Primal Rage, including inside information about the 
games and more screen-shots than you could ever imagine. Why look for news 
anywhere else! 


(BELOW) As you might expect, some effects are being 
lost in the Super NES conversion. Unlike here where 
clouds fill the sky to a far off point, memory-saving 
tricks are called for; sacrificing this kind of detail. 


BIT MASTERS 

Based in California, Bit Masters began work on the Primal conversion just over six 
months ago. Since then they have worked close to 24-hours a day in order to make 
Super NES Primal as close to the original as possible. Initially the task seemed so 
monumentally tough that they even toyed around with the idea of losing about half 
the cast, because the amount of memory needed was too huge. Seems like they have 
found a way around the problem now though, as all fighters are in the final version 
and one of the project leaders has been made President of the company. So he can't 
have done too bad! 


ALL THE RAGE? 


EASTER BARNY 

No game gets off without its designers incorpor 
ing many secrets for only the best players to d/sco« 
er. In Primal Rage the designers refer to their secret! 
as 'Easter Eggs.' Alongside the usual joystick/ but 
ton activated Eggs, there are also those which onl) 
occur once a certain stage is reached. Apparently 
Primal Rage has more hidden extras than any other 
beat 'em up, though the Super NES being able to 
handle so much information is pretty doubtful. 


IH PBOERISS 


“FURIOUS DINOSAURS THAT 
WILL KICK TOUR ASSH” 
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Released in the latter part of 1994, Shiny’s Earthworm Jim proved 
to be a decent Super NES release. Although nowhere near as 
good as Super Mario or Donkey Kong, it was definately one of the 
most graphically stunning, playable releases and now it’s ^ 
heading for the Game Boy. m 

^ As you can see from the various screenshots clotted about 
**rl this page, programmers Eurocom have converted the JEkSS 


Super NES title really well. The graphics certainty catch 
the atmosphere of the 16-bit release perfectly, and 
although the animation's a bit shaky as yet, 

Eurocom have successfully transplanted all of the 
action and excitement of the Super NES original. 
j From the looks of it, all of the levels are in there too - \ 

and looking damn fine too, as we're sure you'll agree.;, 

It must be said that our preliminary playtest of EWJ on 
the trusty ol' Game Boy has produced a V0 ry 
sC pf 3 *' response, but we'll be reserving our 

ment on the game for our review which 
should find in next month's edition of Nintendo / 
| Magazine System. / 


GAME DATA 

• GAME: EARTH WORM JIM 

• BY: SHINY/ VIRGIN 

• RELEASE: JULY 

• GAME TYPE: PLATFORM 

• PLAYERS: 1 

• CART SIZE: 4 MEG 


- TUNNEL VISION 

One of the best bits of the Super 
NES original was undoubtedly the 
"Andy Asteroids" space tunnel bonus 
stage. Well, despite the Game Boy's 
f somewhat limited palette, it's still made its 
way into the conversion. The aim here is to reach 
the end of the tunnel before Psycrow does. 
Succeed and bonuses everlasting are yours for 
the taking. Fail and you need to defeat the space 
mutant avian lifeform in a terrifying battle. 


BOSS-STICK 

As well as transplanting the 
levels fairly well, Eurocom 
have also brought the game's 
evil guardians across from the 
Super NES original. Yes, now 
Game Boy owners can thrill to 
that fat boss on level one, or the 
animated dustbin. Or that psychotic 
snowman on the second stage. 

Main baddie Psycrow ais~o crops 
up for a spot of one-on-one 
battle. So that's all right then. 


CED 

















Fancy a trip to the final of the 
WORLD GAMES 

CHAMPIONSHIPS in San Francisco? 
For the second year 
running, you frenetic finger-freaks 
can register at 

any BLOCKBUSTER Video Store 
from June 1 to 

take part in the in-store knockout 
rounds. You’ll tackle 
Sega NBA Jam Tournament Edition 
and Nintendo Donkey 
Kong Country. So if you think your 
digits can do 

the do, register now, and you could 
jiggle your joystick 
all the way to San Francisco. 


Excludes Blockbuster Video Stores in Portsmouth and surrounding areas. 
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‘They killed his wife ten years ago. There’s still time to save her 
in JVC’s latest cinematic crossover - Time Cop. Okay, the film 
isn’t really so hot but this game could be a different story... 


Based on the film starring top action hero Jean-Claude 
Van Damme, Time Cop takes the player through a plat¬ 
form pursuit in such unlikely locations as a Nevada 
nuclear test facility in the 1950s and futuristic Los 
Angeles in the year 2144 to stop a power-crazed scientist 
from altering history to achieve his dreams of world 
domination. 


Featuring state-of-the-art digitised graphics, French 
developers Cryo have opted for realism by using real 
film footage of miniature model sets and created 
the character sprites from live action actors. The A 
action promises to be packed full of enemies 
and weapons of mass destruction and you can 
expect the full review once we get our hands on 
the finished 


version 


HOLLYWOOD DARK HORSE ^ 

A combination of both the Hollywood blockbuster and the 
original Darkhorse comic book series, the game centres on Max 
Walker - a member of the Time Enforcement Commission - and 
his battle with the chronologically corrupt wild-haired Kleindast. 
During the course of his adventures not only will he have the 
experimental exploits of Kleindast to deal with, but at the same 
time Nazi villains, cavemen, and a submarine to pilot through 
the doom-striken San Andreas fault. 


r THE CRYO GAME 

Created back in early 1 990s team Cryo have 
firmly established themselves in the world of 
programming. With PC titles Dune, MegaRace, 
and Lost Eden already under their belts, and the 
eagerly awaited Heart of Darkness, the team 
have a solid reputation for turning out 
good looking products. 


GAME DATA 


• GAME TIME COP 

• BY: JVC 

• RELEASE: JULY 

• GAME TYPE: PLATFORM 

• PLAYERS: 1 

• CART SIZE: 16 MEG 


(ABOVE) Keith! I hardly recognised you with the new 
haircut! How the rock are you!!! 
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What exactly they’ve been feeding those game designers down at 
Lucas Arts is a mystery, but if their latest release is anything to go 
by it must be fruit fancy tea cakes! Not only are the hostile aliens 
a band of spineless invertebrates with an all-powerful slug for 
their guru, but it turns out that their particular hatred of the 
human species is derived from a disgust for our advertising 
habits, and the fact that we have bones! Sign up as a Big Sky 
Trooper and things get even weirder...! 





ns— noLu you're a Big Sky 


Someday you II earn a COMBAT SIJ 
MODULE that ujill help you swirn t 
those islands... 
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Big Sky Trooper is a sci-fi adventure 
game, much in the style of Zelda 
but with a more wacky edge. The 
programmers have used the basic 
engine from the highly popular 
Zombies, released through Konami, 
and put together a game that 
includes isometric platform action, 
head-on dogfights in spaceships and 
plenty of puzzles to solve, people to 
find and power-ups to acquire. 


GUIfKXffG FOR THE FUTURE 

The range of optional power-ups in Big Sky Trooper is vast, 
enabling the heroic soldier to do a whole variety of things. 

For example, there are four gun parts to discover that improve 
the range and power of attacks when tackling enemies on a dan¬ 
gerous planet or other hostile environments. More than this 
though, by combining certain gun parts, it's possible to fire 
decoys that fool enemies, slip on some jet shoes to traverse 
obstacles and gaps or even launch tactical nukes! At the end of 
every successful mission, Troopers receive stars as promotion. 


Off TODAY S MEMU 


As you would expect from any 
self-respecting adventure game, BST 
comes with an extensive menu that 
enables the player to call up maps, 
receive advice from FIDO (the ships 
computer) and also call up and use any 
items collected. This might be something 
like a Black Hole which sucks all visible 
aliens off your level, providing of course 
you've managed to procure the 
Black Hole Grappler. 


(LEFT) FIDO beams 
Troopers back on 
board the USS Dire 
Wolf on request. 
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GAME DATA 

• GAME BIG SKY TROOPER 

• BY LUCAS ARTS 

• RELEASE: JUNE 

• GAME TYPE: ADVENTURE 

• PLAYERS: 7 

• CART SIZE 12 MEG 


(ABOVE) 
Because he 
enlisted a no- 
hoper into the 
corps - namely 
YOU - Sergeant 
Smirk has been 
demoted to 
supplies officer! 


ABSTRACT IMPRCSSIOlfS 

The version we've seen of BST isn't quite finished 
yet, but already the character of the 
game is coming together. Its mixture of 
action and puzzles looks set to make it 
a kind of comic Zelda for space cakes! 
The extensive exploratory element also 
means that it is a game likely to keep 
players occupied for quite a while. 
Needless to say we'll keep an eye on 
every surreal move it makes! 


IT'S ALL DVTCH 


TO ME . 1 

Quantum mechanics isn't an 
easy idea to get the hang of, 
but BST seems to offer a simple 
explanation. Wise old men con¬ 
trol the Sunshine, Orbit and 
Fate machines and also the 
Quantum pump which keeps 
the universe from deflating. The 
evil Slug Lord is set on its 
destruction so Jack has to find 
where all of these machines 
are, search for the missing 
pieces and repair them before 
the universe deflates into a 
soggy pulp! 
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SPICIAl FI ATIIHI 


Games hardware is about to roll on to the next 
stage in its evolution, but as the machines change, 
so does the way the games are produced. NMS jets 
out to Acclaim’s New York HQ for a behind-the- 
scenes look at the games of tomorrow. 






If you've seen anything of PlayStation software, 
you'll doubtless be familiar with its conversions of 
Raiden and Super Parodius. Both good games, 
both sprite-based and both haven't gone down 
very well with the Japanese public. The reason for 
this is simply because when someone buys a super 
console, they expect super new-type games on it. 
Which is fair enough, but one company is pushing 
the boat further out than any other when it 
comes to the delivery of these ground 
shaking titles. 

Acclaim have dominated console 
software for the last two years with 
Mortal Kombat. And with a multi¬ 
million pound motion capture stu¬ 
dio, they're aiming to go for it again 
- in a much bigger way. 

It's motion capture technology that will 
shape the games you'll be playing 
on your Nintendo Ultra 64. One 
currently in progress is the much- 
vaunted Alien Trilogy. It's based 
on all three Aliens films, and with 
a background like that everyone's looking for you 
to fail. To prove the doubters wrong Acclaim have 
invested massive amounts of cash in cutting edge 
motion capture technology. It all sounds very dull 
to being with, but the results are 
unlike anything you have ever 
seen before. 

The process is ludicrously simple. 
Your actor chums dress up in 
black suits with reflectors 
attached and four strategically 
placed cameras pick up their 
movements. From there it's all fed into a Silicon 
Graphics workstation, processed, run through 
some rather clever software, and out the other 
comes the most realistic, detailed graphics we've 
seen to date. 


The other advantage is, once 
you've got this system, is dead 
cheap to use. Whereas the usual 
process is to invest thousands of 
man hours hand-drawing every 
animation frames, this system 
practically does it all for you, 
with minimal hassle and maxi¬ 
mum results. However, 
not all its results are 
destined for stun¬ 
ning 3D visuals. 

The first game 
to make use of the 
system is Frank Thomas 'Big Hurt' 
Baseball. Here all the captured 
graphics have been reduced down to 
standard sprite size, so you don't 
really get the visual benefits the 
technology affords. 


(ABOVE) A full 

3D scan of a persons head takes less 
than 30 seconds. 


To illustrate just what the system is 
capable of, Acclaim have told us 
that the producers of the Batman 
Forever actually commissioned 
Acclaim to produce the some of the special effects 
for the movie. They won't let on exactly what 
scenes use it, but we reckon is was used to matte 
one of the actor's faces onto a stunt man. 
Whatever, the proof will be in the film. 

Just looking at the initial results, it's easy to be 
impressed. And if the games come up to the same 
standard, we're going to be in for some real 
monster titles later this year. 


To demonstrate the power of the system, Acclaim's 
techno-bods did a full 12 second motion capture, 
from start to finish in 20 minutes. What's more 
they ran it through a PlayStation and Nintendo 
Ultra 64 emulator on the SGI - and the Nintendo 
version looked ten times better! 


(ABOVE) Complicated software 
precisely replicates human move¬ 
ment. It was original developed to 
help treat medical injuries. 


(ABOVE) 

The reflectors on the suit relay 
the actor's movement to a computer. 
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PC Development Interest 

The most impressive of all Acclaim's motion captured games is 
without a doubt Alien Trilogy. The game, which will be 3D shoot- 
'em-up along the lines of Doom, but with some of the most stun¬ 
ning, realistic visual ever to grace a console game. The plot's 
drawn from all three Aliens movies, so there's plenty of suspense, 
lots of marines with big guns but, hopefully, none of the dreadful 
dialogue or acting from the third film. 


(ABOVE) These guys are set to become marines in 
Alien Trilogy. The first step is to get them into the 
studio and go to work with the cameras. 


(ABOVE) Once the information has been fed into 
the computer, it calculates a crude skeleton of the 
actor. The smart bit happens next... 


(ABOVE) Finally a scanned texture map is overlaid 
on the captured frame. The finished article is stun¬ 
ning to watch. 



(ABOVE) Alien Trilogy is set to be one of the most amazing looking console 
games ever written - watch out for it next year! 


(BELOW) This is only a demo of how this motion-captured Spidey was pro¬ 
duced. Let's hope they produce a web-head game that looks this good! 
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(BELOW) Behind the scenes of Batman Forever - the game. They're simply 
filmed prancing around in costumes then the finished graphic files are passed 
onto the programmers. Quick, easy , and it looks stunning. 



Batman Forever 

SNES 

July/August 


Along with Judge Dredd, 
Acclaim's other shot at global 
domination this summer rests 
with Batman Forever. Obviously 
the game's licensed from the 
forthcoming movie which, amaz¬ 
ingly after the last one, looks like 
being a right bundle of bat laffs. 


Contrary to Acclaim's recent action game formula, this game looks 
like it could be a real winner. Essentially it's a scrolling beat-'em- 
up where all the characters have been filmed, digitised and 
dropped in against a series of backdrops taken straight from the 
film. Batman is such a cool character, it's a crying shame that 
he's been so under used in most of the games he's starred in. 

This time he is armed with an arsenal of 20 gadgets, as well as 
bringing along side-kick Robin for the two-player mode. 
Alternatively, instead of teaming-up with Robin, there's a 
head-to-head mode where both players can battle their way 
through the game taking as many lumps out of each other 
as they do the bad guys! 


Because the game relies on video capture technology rather than the 
more conventional sprite-based graphics, it means that all the char¬ 
acters from the movie can be faithfully reproduced, along with all the 
devices they've knocked up in their shed to put Batman out of the 
picture once and for all. 

Using video capture makes a lot more sense than turning the job 
over to conventional graphic artists. All the process requires is for an 
actor to strut his stuff in front of a camera, and against a single 
colour backdrop and, presto! A silicon graphics workstation has a full 
capture which is ready to be outputted in any format, whether it's 
Nintendo Ultra 64 or Super NES! 

The more we here about Nintendo Ultra 64, the better it gets. That's 
why this feature kicks off a whole series of special interviews and 
progress reports intedned to fill you in on everything we know. If you 
want to share in the excitement as the release date approaches, you 
need only read one magazine - NMS! 


(ABOVE) This widget is used for scanning faces. These are then dropped onto 
the graphic of the actor so it looks like the real thing! 



(ABOVE) Batman Forever is going to be a cross between Mortal Kombat 2 
and a conventional platform game. 


NEXT MONTH... 

...Nintendo Magazine System speaks to Paradigm about their hopes and 
aspirations for Nintendo Ultra 64. Plus what it's like to work with 
Nintendo's resident games guru , Shigeru Miyamoto. 
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OFFICIAL PLAYERS GUIDE 


EXPOSED- 


EVERY KOMBAT KOMBO 


SECRET CODE S 
HIDDEN CHARACTERS 


DEVASTATING 

COUNTER-MOVES 


COMPLETE CHEAT ME 


The definitive Mortal Kombat 2 players guide for the SNES, Megadrive, 

Game Gear and Gameboy. 

On sale now in a newsagent near you, only £4.99 








I t takes a very special game indeed for 1 
Nintendo to publish it as one of their 
own, so it's no surprise to find them 
taking aminterest in Illusion of Gaia; now 
Illusion of Time. This 
Enix developed r— 

adventure relates its / -—*— 

magical story through 

splendid visuals and / * - 

impressive sounds. 

last year even the / 

shrewdest Japanese 

games couldn't get 

enough of it, no / 

doubt you'll feel 

the same way too. 


ILJ-KlSlO: 


The story is wrapped up in those mysteries 
which attach themselves to legends. As the 
story's hero, Will sets out to discover whether 
his father Olman's absence is the cause of 
some dark force or simply down to misfortune 
in a foreign land. A year previously Olman and 
a party of explorers set out to challenge the 
Tower of Babel for its secrets, but none 

returned. Now the ques- 
^tions that need asking 

__—-■—" \ are more complex than 

\ usual, as the answers 
\ may well lie just as eas- 
\ ily with dark powers as 
.2 - \ they do with logic. It's 
- *, \ down to the player to 

£ \ help Will search all 
\ the right places for 
\ the truth. 


CART SPEC 

• BY: NINTENDO 

• PRICE £44.99 

• RELEASE: JUNE 

• GAME TYPE: ADVENTURE 

• CART SIZE: 16 MEG 


ONLY ONE WITH DARK POWER ... 

It's one thing waking up one day and finding you 
have a voice to sing, yet another to discover 
you're a possessor of dark power! This is precisely 
what has happened to Will, and the knowledge 
came to him through a vision of Gaia - spirit of 
the earth. Because time has no meaning in deep¬ 
est space, into which only one with the dark 
power can gaze, Gaia is able to preserve a 
moment in time as though it were a physical 
thing or transform anyone who comes before him 
iwto the image of a kindred spirit. At key times in 
a subject's life, Gaia may also choose to impart a 
special power in order to help them meet with 
their destiny. 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP: Yes - 3 

• CONTINUES: Infinite 

• OPTIONS: Sound , control 


• GAME ORIGIN: Developed 
by Enix, a the same company 
whose Dragon Quest series 
has been a success in Japan 
and who also wrote the classic 
Actraiser. 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Solve the 
mystery of the Inca Ruins 

• ALTERNATIVES: Secret of 
Mana, Zelda III, Mystic Quest, 
Shadowrun 


ILLUSION 0‘J 


GAME CONTROL 

• CONTROLLER Joypad 

• RESPONSIVENESS: Good 


j Nothing 


Attack 


Special 


Nothing 


L: Nothing 
R. Nothing 


Start: Pause 
Select: Menu 


GAME CREDITS 

• DEVELOPED BY: ENIX 

• DISTRIBUTED BY: NINTENDO 

• MADE IN JAPAN 

• ARTWORK: c NINTENDO 
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FREEDAN 


In times when the slight form of a young boy can 
not tackle problems faced, Gaia intercedes by 
exchanging the image of warrior Freedan for 
Will's own. Freedan is much larger and far 

stronger than his counterpart and so is able 
—to strike distant objects with 

^-7 9 rea ^ er f° rce than Will's com- 

/ paratively feeble and short- 
/ ranged efforts allow. 


(ABOVE) Kara, the girl in 
the pink dress, is in fact a 
Princess. She wanted to 
run away from home for 
one reason or another 
but sights like these are 
enough to make 
anyone homesick! 


(BELOW) Will encounters Jeweller 
Gem in many locations. Though 
he's a useful friend to have. 
Jeweller is a master of disguise 
so it's tough recognising him, * 
even stood right next to him! / 


HI 


Finally Nintendo have caught 
on to the fact Westerners are 
just as crazy over RPGs as any- 
- one, given half the chance. 

Illusion of Gaia rates among 
„ , the best on offer to undergo 

the necessary translation, and 
thankfully it has lost none of its 
charm in the process. What 
separates Illusion of Time from 
similar games is the importance 
of developing the central char¬ 
acter's considerable number of techniques. Will 
doesn't just run around waving his sword, he sidles 
across ledges, makes incredible leaps across 
impossible gaps, breaks down walls with his bare 
hands and morphs into other characters. One even 
enables him to melt through the floor! Following 
the plot through to the end isn't hard; as clues to a 
course of action are clear enough to those who 
look hard enough around for answers. The chal¬ 
lenge lies in being sufficiently dexterous with Will 
to bring him safely through some fairly tough bat¬ 
tles between exploration. In the knowledge that 
there is a special, secret area awaiting players with 
enough skill the exploration scenes become more 
of a proposition too. Another driving factor is the 
high sense of drama Enix have woven into the 
story, as each big scene is linked with a cinematic 
episode detailing what goes on in between. Illusion 
of Time is just one of those games you dream of 
playing. 


PSYCHO POWERS 

Some obstacles require the use of 
special powers tcx overcome. Initially all 
Will possesses is a natural abifity to run like 
the wind, however Gaia's Psycho powers make a 
big difference whert used in the right places. The 
first Psycho power bestowed upon him is a dash, 
the force of which is enough to crumble a wall of 
stone. Later Will receives 'Psycho Slider' - the 

ability to slip beneath shallow __ 

ledges, legs out- ^__ 

stretched, which __ 

also doubles as a \ a 

powerful drop \ 

kick. \ _ 
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LIFE PRESERVE 

Before facing life's largest prob¬ 
lems, it's wise to look around 
for a gateway to Gaia's dimen¬ 
sion so that«he may record 
Will's progress. When faced 
with a difficult enemy, it's com¬ 
mon to panic and waste useful 
items foolishly. Herbs, the life- 
preservers, are usually the first 
to go. Saving Will's position 
allows him to return, fully pre¬ 
pared for another try. 


WILL POWER 

It isn't long before Will starts to understand more about what pos¬ 
sessing the 'Dark Power' entails. A brief episode with his school 
mates Seth, Erik and Lance in their favourite hang out reveals that 
Will has the extraordinary power of Telekinesis! To prove as much, 
Will summons a large statue towards him, twirling his flute like a 
baton. This ability is shared by Freedan, who bears his sword 
before him to attract objects. 


PRECIOUS STONE 
HEARTED 

Combat with in Illusion of Time 
is handled directly by the player 
in much the same way as Zelda 
III and Secret of Mana, so it's 
fast reflexes and good tech¬ 
nique rather than menu control 
that wins the battle in the end. 
All enemies release a Dark 
Gem once defeated which is 
used to build Will's defence 
points. These Gems respond 
to Will's power of Telekinesis, 
so it's possible to summon 
those that fall out of reach. 

Each time Will has collected 
100 of Dark Gems he is award¬ 
ed by a 'Renew', which places 
him back at the beginning of an 
area should his life meter be 
reduced to nothing during the 
course of a battle. Without a 
Renew, Will usually has further 
to travel to reach the point 
where he left off, so it's a good 
idea to have Gaia save his 
progress when in possession of 
a Renew or three. 


ANDY 


It helped to think of Illusion of 
Tim as less of an RPG, more a 
theatrical action/ adventure. 
This strange hybrid could have 
come from no other software 
house than Enix, as they have 
been experimenting with vari¬ 
ous forms of RPGS and adven¬ 
ture titles for many years. 
Though they are sometimes 
unsuccessful, Illusion of Time 
definitely gets the balance 
about right. While your mind is constantly trying to 
figure out the most recent set of clues, another 
part of the brain is occupied with meeting the 
demand of superior reflexes as Will is caught up in 
yet another life-or-death situation. All the while it 
is hard to resist becoming emotionally attached to 
the group of friends who accompany Will on his 
journey - in all the safe parts! The game does fol¬ 
low a very linear track, but it's so loaded with sur¬ 
prises and dramatic impact that this doesn't seem 
to matter. As Paul points out, the element of 
chance involved is very much to do with whether 
players can help Will handle himself in a fight, or 
perform the necessary antics to find the important 
clues. Don't suppose that because you have Zelda 
or Secret of Mana that you know what to expect 
with IOT. You absolutely don't. If you have an 
ounce of adventure in you, Illusion of Time defi¬ 
nitely scratches that itch. 
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STRATEGY 


ACTION 


CHALLENGE 


HOUR 


WEEK 


MONTH 


YEAR 


• * 


Oh. Will. I * I I teach 
^ou a spell. When I’m 
upset, humming this tune 
makes me feel better. 


(ABOVE) Will's mother Lola passes on a special tune to 
help comfort her son. The old bloke is Will's Grandad, 
who's rather partial to a slice of Snail Pie. Bleuch! 

(BELOW) Leaping from gr&at heights is another of 
Will's specialities. 




BREAKDOWN 


ORIGINALITY 


LONG-TERM INTEREST 




MUSICIAN’S UNION 

Will's hand-crafted flute is much more than just a 
tool for extending the powers of its owner's mind. 
It is, first and foremost, the voice of many impor¬ 
tant songs that have magic flowing woven 
between each bar. This magic is said to produce 
astonishing effects, though only when used at the 
right place and time. 


/ THE TOWN JEWELS • 

/ Just as Link trades a collection of secret 
/ Seashells for a special sword in Game Boy 
/ Zelda, Will devotes some of his thoughts to 
/ the location of Red Jewels. Over the course 
/ of his adventure Will has temporary access 
/ to 50 Red Jewels that are traded with a 
character named Jeweller Gem for special 
items. Though it isn't necessary to find all 50 
to complete the game, there is a special reward 
for those who do. The Haunted Mansion is a 
place few ever see, and it is to this the Jeweller 
Gem refers when he mentions 'My Secrets' on his 
kooky items list. 


GRAPHICS I 

▲ Some beautiful effects 

though it's capable of scar- W (jQ 

ing the wits out of you too! TLA ^A 

▼ Some 'tearing' in 
places, which always looks bad. 


SOUND 

▲ The music in Illusion of 
Time compares favourably 
with the best. 

▼ Some 'stock' Super NES 
sound effects in parts. 


OVERALL 


Don't delude 
yourself by think- 
ing you've seen 
this all before. 

You haven't. 

Illusion of Time is a wonderful, 
original game in its own right. 


PLAYABILITY 


▲ As it is paced so well, 
it's hard to notice how long 1 

you've been playing. The I 

challenges are never too 
great to overcome, but are 
never so easy to make you feel cheated. 


LASTABILITY 


▲ Even when you know 
exactly what you're doing, - ' 
the quest takes many days ^A 
to see through. Then there 
is the question of the 
secret Haunted Mansion to consider... 
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CART SPEC 

• BY: NINTENDO 

• PRICE: TBA 

• RELEASE: JUNE/JULY 

• GAME TYPE: PUZZLE 

• CART SIZE: 4 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD No 

• BATTERY BACKUP: Yes 

• CONTINUES: Infinite 

• OPTIONS Music/Difficulty 


GAME INFO 

• G/I/Wf ORIGIN: Adaptation 
of number-cross puzzles 

• G>IM£ DIFFICULTY: Melon 
twisting 

• SCORE TO BEAT: Uncover 
every picture in Kinoko’s 
course 

• ALTERNATIVES: Tetris and 
Puyo Puyo 


STRIKE IT LUCKY 

In order to ease players 
into the Picross way of think¬ 
ing, Mario has prepared an 
'Easy Picross' option. 

Whereas the main game pre¬ 
sents windows comprising 
rows of up to 15 spaces, Easy 
Picross is restricted to rows of 
five making the secret pic¬ 
tures quite basic. You can't 
get much more obvious than 
the letter 'L'! 

Though it isn't necessary to 
uncover all 64 shapes in the 
Easy course before moving 
on to the main game, bud¬ 
ding explorers are prevented 
from challenging the 
'StarMan' course until all 64 
puzzles in 'Kinoko' are 
solved. And some of these 
appear so unfathomable it's 
hard to decide where to 
make the first mark! 




flas 


SUPER GAME BOY 

• ADDITIONAL FEATURES: 
Enhanced colours and the 
usual pretty borders 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSE: Sharp edged 


Mark/Erase 


Start: Pause 


Select: Nothing 


GAME CREDITS 

• DEVELOPED BY: APE/ JUPITER 

• DISTRIBUTED BY: NINTENDO 

• MADE IN: JAPAN 

• ARTWORK: c 7 994 NINTENDO 


M ost people reading this probably 

bought their Game boy for one game 
only - Tetris. Though you've given the 
majority of platform games and shoot 'em 
ups a fair chance, there's nothing can com¬ 
pare to the solid, unchanging quality of this 
classic puzzle game. So why bother looking? 
Well, because if you did you'd find the next 
big thing to use up all your time and batter¬ 
ies. It's called Mario's Picross from Nintendo 
and it's out this month. 

Princess Toadstool is safe at home, playing 
catch the Koopa on the palace lawns. Meanwhile 
Wario is busy contracting the world's best sculp¬ 
tors to model his image on the moon. No Bowser, 
no Wart, no worries. What's a Brooklyn plumber 
to do when he can't be a hero; play puzzle 
games all day? Okay! 

Packing his mallet and chisel, Mario sets out to 
solve the mystery of Picross. Not some ancient 
god or terrible foe as you might expect, Picross is 
a series of riddles contained in pictures cracked 
only by first understanding the secrets of numbers 
by which they are formed. Yes it is complicated, 
but only for a while. Only once the simplicity of 
the idea itself is resting easy with you, that's 
when you discover how tough such a basic thing 
can be. Perhaps it still needs some explaining... 


# COURSE SELECT # 


(ABOVE) An ominous space 
lurks beneath Star Man's 
course. Another 64 puzzles! Ak! 


IF I HAD A HAMMER 

Basically, because it is very basic indeed, all players have to 
consider in Picross is a window built up from rows of tiny spaces. 
By carefully picking out coloured spaces with a chisel, a picture is 
formed. To help you guess where each one lies numbers line the 
top and left-hand side of the window telling you how many 
coloured spaces there are in the rows running top to bottom or 
from left to right. For example a row headed by the number 
three indicates that there is a group of three coloured spaces to 
pick out. After careful thought it's possible to accurately predict 
where all the coloured spaces lie and chip away without fear of 
making mistakes. 

As pictures become more complex - which doesn't take long 
mind - groups become split, calling for a series of numbers to 
indicate the whereabouts of coloured spaces. It's worth remem¬ 
bering that there is always at least one space separating the 
groups, and cross-referencing the top and left columns is the 
only way to detect where these groups begin and end. 
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REVIEW 



TAKE THE HINT 

As each new Picross puzzle 
presents itself an unknown 
power, attuned to the secrets 
the puzzles contain, offers to 
provide a hint. No points are 
deducted for accepting this, 
meaning it's only pride that 
suffers. Having said 'yes' to 
the faceless one, cursors 
cycle across the top and 
down the left of the window, 
roulette fashion, until they 
are brought to a standstill 
by the player. Once 
stopped the cursors high¬ 
light the number of coloured 
spaces in their rows, making 
the process of elimination 
that much easier. 


j 


(TOP Chip away at the 
squares with a hammer and chisel 


Three 
wrong moves 
and Mario's eight 
minutes worse 
off. Only time 
left to panic!! i 


(TOP Remember to mark 
empty squares with the scriber. 


Oops! Don t like what 
you've done? Scrub it out! 




QUALITY SECONDS 

Due to their mysterious nature, Mario has 
only 30 minutes in which to release a picture's 
secret before being forced to abandon the job. 
No-one has ever lived to tell the tale of exactly 
what happens once time has run out, and 
Mario isn't planning to risk being the first. 
Consequently his nerves are given a right old 
twang each time he strikes an empty square, 
as minutes are deducted for each mishap. 
Furthermore the penalty is doubled with each 
consecutive no-no. With the basic price being 
two minutes, it doesn't take long to completely 
wipe out any chances of survival Mario may 
have! Just Five mistakes and it's GAME OVER! 


As much as Tetris benefits from 
having a second player around, 
this is rarely an option and the 
^ j® game is more the ideal partner 
for long journeys or rainy after- 
M?Sm noons indoors. It's this category 
f; that qualifies Mario's Picross as 
Js the next best thing. The puzzles 
absorb the mind completely, 
and hours pass like minutes as 
the grey matter shifts uneasily 
in its bony cradle. Certainly if 
Mario's Picross had been around in the days when 
the chip pan ruled, the nation's fire services would 
have been called out to more kitchen fires than 
they could wave several damp marquees at. You 
can see for yourself how very rudimentary Picross 
is. Just accept our honest recommendation that 
Picross is one of those rare games that seldom 
leaves the Game Boy once it's slotted in, and is 
sure to enjoy many trips abroad in a travel bag or 
keep its owner's coat pockets occupied when its 
not. I think you get the picture. 


r 



STRATEGY 


ACTION 


CHALLENGE 


REFLEXES 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 


GRAPHICS 


A Necessarily simple. . 

Perfect clarity, ideal for the UVs f ( 

small screen. The Super CJP fsfe 

Game Boy enhancements 

make Picross a pleasant 

game to play on the TV also. In both 

instances the presentation is wonderful. 


SOUND 


A All five in-game tunes 
provide a great back¬ 
ground. 

▼ No pyrotechnics and the 
set-up themes become 
annoying, as they are very repetitive. 


PLAYABILITY 


A Make sure you leave 

nothing running, cooking S 

or in a precarious position WtW i 

when settling down for a 

game of Picross. It's that 

involving. 

▼ There's only so much of a good thing 
you can take at one time. 


LASTABILITY 


game, and most times 

you're compelled to NJV ffc 

attempt at least five. 

Mistakes included, that's 
still quite a long time and there are over 
200 pictures to solve! You'll want to beat 
those best times too. 


OVERALL 


The only real 

alternative to mK 

Tetris for wiling rT 

away long hours ^ 

or enjoying a few 

quiet moments of mental gymnastics. 
Perfect solo-player fun, that lasts for 
absolutely ages. 


35 f klufci 
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CART SPEC 

• BY NINTENDO 

• PRICE: TBA 

• RELEASE TBA 

• GAME TYPE: PUZZLE 

• CART SIZE: 8 MEG 


GAME FEATURES 

% NO. OF PLAYERS 1-2 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: Yes 

• CONTINUES: Infinite 

• OPTIONS: Game type 


GAME INFO 

• GAME ORIGIN Brings 
together two Nintendo classics 
on one cart 

• GAME DIFFICULTY medium 

• SCORE TO BEAT: Clear 20 
virus, it's almost impossible 
% ALTERNATIVES Kirby’s 
Avalanche, Hebereke’s popoon 


GAME CONTROL 

• CONTROLLER: Joypad 
m RESPONSIVENESS: dicky 

(X) Nothing 


Rotate clockwise 


Rotate anti-clockwise 


Nothing 

L: Nothing 
R: Nothing 

Start: Pause 
Select: Nothing 


GAME CREDITS 

• DEVELOPED BY: NOA & ELORG 

• DISTRIBUTED BY: NOA 

• MADE IN: AMERICA 

• ARTWORK: c NINTENDO 
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SCORE 


D espite the enormous success of Dr Mario 
on NES and Game Boy, this highly med¬ 
icated puzzle-game has never been 
prescribed to Super NES owners before. Now 
it's here though, what better way to make this 
new course of treatment easier to swallow 
than by including a spoonful of Tetris too! 

Super NES owners know enough about Tetris 
already as there are many variations available, 
especially in Japan, but some brains may need 
a refresher course in Dr Mario. First of all 
capsules take the place of Tetris pieces 
that are comparatively simple in shape, 
giving the appearance of being 
extremely easy to fit together. However 
a second opinion reveals that capsule 
pairing isn't the sole aim of the game, and 
that the purpose of all this medication is to 
clear the container of three types of deadly 
virus. Mario's part in all this is to maintain a 
steady supply of medication, leaving the 
player to cope with the distribution. 

There's nothing to add about the ver¬ 
sion of Tetris included, only that it's 
almost a direct translation of the 
Game Boy classic - music and all. 

And, of course, both Dr Mario and Tetris 
feature a competitive two-player option to 
keep rivals occupied for hours. Ideally. 

Question is, how do these classics compare to 
the class of recent games such as Tetris 
Battle Gaiden and Kirby's Avalanche? 


DOCTOR IN THE HOUSE 

Dr Mario is played with multi-coloured 
capsules that are generated in combi¬ 
nations of three colours. There are six 
variations in all which match up with 
three types of virus known to infect 
Dr Mario's medicine bottles when 
he's not looking; which isn't so 
helpful when he's trying to cure 
people, not make them worse! 

By aligning four same-coloured segments, 
comprising any combination of capsule or virus, 
the group disappears and Dr Mario is one step 
closer to a hygienic container. In order to win the 
game, players are required to dissolve as many 
as twenty assorted virus infections by careful 
manipulation of the capsules, tossed into the 
bottle by Dr Mario. 
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RETETRISIZED 

The version of Tetris included in 
this double cart is a super ver¬ 
sion of the one on Game Boy. 
Even the music is the same. Of 
course it's in colour and sounds 
much better, but the biggest 
improvement is in versus mode 
where players are no longer 
restricted to having a friend 
around for competitions. CPU- 
controlled opponents come in 
three levels of skill: Easy - where 
the computer works slowly and 
makes the occasional mistake, 
to Hard - where the computer is 
quick to form 
perfect rows of 
blocks, making / 
absolutely no / f 

mistakes! L 


i MIXED QUIBBLES 

1 An advantage of having two excellent puzzle games on 
1 one cart is the possibility of melding them together for 
I the ultimate battle of wits. After setting a time limit - 
0 choosing from three, five or seven minutes - players 
rush to complete one round of B-Type Tetris, Dr Mario 
then A-Type Tetris in the shortest time possible. The time 
limit is there to prevent the competition from going on all 
day. This is as good an opportunity as any to prove claims 
of superior puzzle matching abilities! 


STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


HOUR 


WEEK 


MONTH 


YEAR 


GRAPHICS 


A The Virus characters are 
and there's 


amusing, 

Mario making an appear- JB 

ance too - which is always 
a good thing. 

▼ Very reminiscent of the original NES 
version. Which isn't very impressive 


SOUND 


A great 
Nintendo 
game on 

•• ^ the NES is 

i ™ sure to 

_ become a 

i * great game 

on the 
Super NES, 
but some- 
'L how Dr 

Mario does¬ 
n't quite live up to its potential. 
Sprites are barely distinguish¬ 
able from their NES equivalents 
and it's disappointing to find 
there are no imaginative varia¬ 
tions to the game play includ¬ 
ed. Puzzle fans know they can¬ 
not get much better than Tetris 
or Dr Mario, but there are a 
few more entertaining options 
available now or in the near 
future - Kirby's Avalanche for 
example - making better use of 
the Super NES's capabilities. 
That both Tetris and Dr Mario 
are packaged together is a 
great incentive to buy, especial¬ 
ly since the Mixed Match com¬ 
bines them so well in competi¬ 
tion. Also the music is wonder¬ 
fully bizarre, suiting the 
abstract images perfectly. For 
these reasons the cart comes 
recommended, but players are 
advised to consider the fun ele¬ 
ment which doesn't quite 
match the excitement of Kirby's 
Avalanche or Tetris Battle 
Gaiden. One for committed 
puzzle-players or those seeking 
a bargain, 'can't go far wrong' 
offer. 


▲ It's hard to resist a - 
smile when listening to the M* 
Dr Mario themes. The 
Game Boy variations of 
Tetris tunes are the best 
every written for the classic puzzler. 
▼ Nothing astounding. 


▲ Two finely tuned puzzle 
games for the price of one. 


▼ Tetris feels slightly 
sticky and Dr Mario lacks 
excitement. A disappointing representa¬ 
tion of both games. 


LASTABIUTY 


A Tetris has timeless 
appeal and Dr Mario is 
almost in the same league. 


T The minute Nintendo 
decide to do something special with either 
of these game, the existing pair will lose 
their appeal. 


OVERALL 


Ideal for anyone ... 

seeking a 'best of' i 

puzzle deal. Great JE’ C 
for hard-core ^ 

games player too. 

Seems feeble compared to recent 
puzzlers though. 
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CART SPEC 


• BY: OCEAN 

• PRICE: TBA 

• RELEASE MAY 

• GAME TYPE: PLATFORM 

• CART SIZE: 8 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD: No 

m BATTERY BACKUP: No 
% CONTINUES: Throe 

• OPTIONS: Sound 


GAME INFO 

• GAME ORIGIN: Sequel to 
the not hull bud Super 
Turrican. Itself converted from 
a creaky old home computer 
game. Amiga probably... 

% GAME DIFFICULTY: Medium 
m SCORE TO BEAT: Got to the 
Spider Boss. 

• ALTERNATIVES: Super 
Contra, Super Turrican, 

Super Jedi 


GAME CONTROL 

• CONTROLLER: Joypad 

# RESPONSIVENESS Excellent 

Smart bomb 
® Smart bomb 
Jump 

Shoot 

® L: Beam 
R Hook 


T hrow your guns in the air! And pom¬ 
pom like you just don't care! Such is 
the sentiment of today's firearm- 
obsessed youth culture - and what better 
way to celebrate it than with Super 
Turrican II - Factor 5's threequel in the 
Turrican series. This game has more 
obscenely powerful weapons than you'd 
reasonably want to shake a rather silly 
stick at, and it's all going off on a Super 
NES near you right now. Well it will if 
Ocean have anything to do with it... 

The story - for what it's worth - is this: An 
organism - evil beyond all description - known 
as "The Machine" is rampaging its way 
through the cosmos, laying waste to all unfor¬ 
tunate life-forms in its way - and a few others 
too. Only one force is powerful enough to 
stand between the Machine with its mutant 
space-slugs of desolation, and certain doom - 
the USS Avalon, flagship of the United 
Freedom Forces. Bad news is there's only one 
crew member - the titular Super Turrican, 
assault suited saviour f the universe and it's 
you who has the job of filling his boots! 
Prepare to kiss your sorry ass goodbye. 
Sharoooo! 



L: Beam 
R: Hook 

Start: Pause 
Select: Nothing 


GAME CREDITS 

• DEVELOPED BY: FACTOR 5 

• DISTRIBUTED BY. OCEAN 

• MADE IN: ENGLAND 

% ARTWORK: c 1994 OCEAN 


PAUL 


All credit to 
Factor 5 for 
knowing 
what makes 
* v „- a great 

. Z shoot 'em 
up work 
and doing 
everything 
within their 
power to 

bring all these elements 
together under one roof. The 
influences are so apparent it's 
pointless going through the list 
here, suffice to say that anyone 
who's hungered for a frenetic 
blast through alien lands with 
enough firepower to shame 
Arnie need look no further 
than Super Turrican 2. The fast 
pace and constant variation 
between levels keeps the 
action fresh, while Factor 5 get 
the look and feel of a techno¬ 
showdown to end them all just 
right. That the sound is in 
Dolby Surround is just a deco¬ 
ration. Action fans should take 
Super Turrican 2 very seriously. 
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PLAYABILITY 


very, very 

dangerous. 

In short 

ANDIf Su t> er 

Turricanis 

one of the best platform shoot 
'em ups I've played in quite 
some time, mixing constantly 
changing action and finger- 
wrangling pad acrobatics as 
well as it does. Everything in 
the game is designed to be in 
your face - from the garish 
graphics to the booming 
sound. Sadly, less attention has 
been paid to the game’s origi¬ 
nality which comes across as a 
"best of" of practically every 
other shooty/platformer you 
could name. Still, there hasn't 
been a good action blaster 
along since Super Jedi, and 
good this certainly is. Swallow 
your snobbish pride and give 
this a long look soon. 


GRAPHICS 


SOUND 


A Presented in Dolby 
Surround, which is always 
luxury. Good enough music 
is overlayed by outrageous 
techno sound effects. 

T Forgettable tunes that get lost in the 
background after a while. 
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I wish all 
platform 
shoot 'em 


ups were 
like this - 
fast, furious, 
loud and 


POWER EXTREME! 

When the occasion presents itself and the 
rampaging alien hordes are temporarily van¬ 
quished - which is not often - why not indulge 
in a bit of power upping? This is performed by 
blasting the living boot-polish out of the float¬ 
ing platforms that occur intermittently 
throughout the levels. They usually yield sever¬ 
al colour-coded icons for Turrican to collect. 
Here's what they all mean... 


Blue: Laser: Raw power in concentrated form 
Mass destruction follows in its wake. 

Yellow: Rebound: This bounceable weapon is 
great for the labyrinthian levels; clearing the 
path of galactic nastiness well in advance of 
Turrican's arrival. 

Red: Flamethrower: Torch those foes foolish 
enough to approach you. Then torch them 
once more just for good measure 
Green: Spread: Scatters a uniform array of 
green and deadly plasma particles. Mass car¬ 
nage ahoy - hoorah! 

Missile: Missiles: Multiple missile death dealt 
to all alien scum with extreme and indiscrimi¬ 
nate prejudice. They're going down! 


_ 


_ 




BREAKDOWN 


ORIGINALITY 


LONG-TERM INTEREST 


OVERALL 

Another high- 
powered sci-fi 
shoot 'em up, 
adding to the 
Super NES's 
already impressive arsenal. The 
question is do you really need it? 


A Dull' is not an accusa¬ 
tion you could level at this 
game. The Mode 7 special 
effects are brilliant, in fact 
there's hardly a moment 
where Factor S aren't showing off their 
superior programming skills. 


LASTABILITY 

A Undeniably tough. Even 
once you've learned the 
right patterns, the risk of 
losing many lives is con¬ 
stant. Just three continues 
to see you through a series of highly chal¬ 
lenging situations. Great stuff! 


86 


A Expect the unexpected 
is the rule! Turrican is agile 
and quick to respond. 

▼ An awful lot of running 
and shooting at things that 
don't seem capable of offering resistance. 
Like mowing the lawn at times - only with 
more guns. 
































You too can pack up your troubles 
and head out to either the Middle 
East, Indonesia or Central 
America in the pay of the U.S. 

Army. The aim is quite simple. Flying various 
assault helicopters, each packed with its own 
range of attack weapons, pilots carry 
out a range of missions involving much 
in the way of shoot em' up mayhem. 

Once objectives have been set out in 
the mission brief, it is a matter of find¬ 
ing and destroying tanks, supply vehi 
cles, other helicopters and even 
frigates! Danger flies from every cor¬ 
ner of the sky in the shape of 
ground to air missiles, tank shells 
or machine gun fire. Fortunately 
your observant co-pilot is there to 
warn of any incoming fire and 
tell you useless things like: 'we 
have been hit!' 

...And who knows, if you're successful, a multi¬ 
package TV deal, a wardrobe that glows with taste 
deviation, and a huge merchandising contract 
could all be waiting for you. Beard-up soldier! 


INFORMATION SUPER-FLYWAY 

Always on display for the pilot to check is a myri¬ 
ad of instruments that tell him everything he 
needs to know on a mission flight. These 
include his speed and altitude, the type 
and number of missiles he has 
available, a radar screen 
that tells him 
where the nearest 
enemy vehicles 
are located, 
a display that gives 
the type of enemy 
vehicle in the gun 
sight, and a display 
that informs him what 
is in working order and 
what is damaged. 


S omething went wrong with Noel. 
Something cracked. Viewing figures 
were down. The debts started to pile 
up. The house party was over. With only his 
beloved helicopter left to his name, Noel fit¬ 
ted the missile launchers he'd been saving 
for a day such as this, and strapped himself 
in. Forget much loved TV icon, 
here comes the loud-shirted, 
trim-bearded mercenary from taai 

blobulous hell! W * 1 

He's mad and he's out to join 
the air cavalry!... 


rf* 

m 


■rawr 


sm 


ttWI 1 


The title of 
this game is 
perhaps 

_ synomonous 

—with the 

state of the 
gameplay - 
badly 

thought out 
and not in 
the least bit 
w catchy. This 
is unfortunately a game des¬ 
tined for bargain bins across 
the country. The controls are 
stickier than the NMS offices 
on a hot day, the action is slow 
and monotonously repetitive, 
and the overall lack of thought 
given to both ideas and diversi¬ 
ty in the gameplay mean that 
is has very little appeal. Things 
might be a bit more fun if you 
could have dogfights in two- 
player mode but gunning down 
the other player means you 
lose as well. Although the kind 
of helicopter you use varies it 
makes practically no difference 
to how it feels to use it. 

Likewise the missiles all 
amount to pretty much the 
same thing. Even the explo¬ 
sions are an anti-climax. Super 
NES owners with a penchant 
for helicopters are advised to 
give this one the chop and wait 
for Jungle Strike to put in an 
appearance. 


GAME CONTROL 

• CONTROLLER: Joypad 
% RESPONSIVENESS: Okay 

Raise altitude 


Select weapon 


Drop altitude 

L Brake 
R: No Function 

Start: Pause 
Select: No function 


GAME INFO 

• GAME ORIGIN: War 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT Mission 
Four in each combat zone 

• ALTERNATIVES: Desert 
Strike, Jungle Strike 


GAME FEATURES 

• NO. OF PLAYERS: 1-2 

• HEAD TO HEAD Yes 

• BATTERY BACKUP: No 

• CONTINUES: 3 

• OPTIONS: None 


CART SPEC 

• BY: CYBERSOFT 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: SHOOT EM ’ UP 

• CART SIZE: 8 MEG 


GAME CREDITS 

• DEVELOPED BY: CYBERSOFT 

• DISTRIBUTED BY: GAMETEK 

• MADE IN: USA 

• ARTWORK: GAMETEK 


REVIEW 

Hpib mms. 
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IGHT) While the cross-hair is 
positioned over one target , pilots 
ep the 'copter safe until another 
obstacle is targeted. 

FIN BLADES 

It is possible to play a two- 
player game in one of two 
ways. Either players compete 
with each other for points or 
alternatively they forget about 
such petty one-upmanship and 
decide to concentrate on help¬ 
ing each other to destroy the 
enemy. Don't be fooled 
though - if you gun down 
' the other player the mission 
is failed and you both lose. 

m 

IjrVHppP (LEFT) The on-board com¬ 
puter identifies objects that 
have been targeted. This way you 
know what to notch up on the side 
of the helicopter after each mission. 



PLAYABILITY 

▼ Controls are sticky and * 
there is practically no vari- m 
ety in the gameplay. One 
mission is much the same 
as the last, basically. 


| LASTABILITY 

A Three mission areas 

m 

and lots of missions but... 

▼ ...pilots are sure to die 

_ 

of boredom before the first 


mission is out. 

j 


OVERALL 

It's got heli- 
copters in it, and 
guns. Press the 
fire button and 
you shoot things. 

But you're hard pushed to find any 
fun here, as Air Cavalry is so bland. 
Gametek UK are wise not to take this 
one on board. 












































Throughout the 111 levels there are agents 
knocking about who, unlike Pond, couldn't go the 
distance. They have been captured by Dr. Maybe 
and are hidden, usually in a fairly obscure part of 
the level. Rescuing them might involve collecting 
a combination of useful objects and usually 
involves working out a puzzling problem in order 
to save them. 


GET PICKY 

There are loads of pick-ups in James Pond 3, 
some of which prove a lot more useful than oth¬ 
ers. On some levels, there are pick-ups that are 
essential for success so it is worth experimenting 
with them a bit. Umbrellas mean Pond floats 
down rather than falls, springs on his feet enable 
him to reach higher platforms, dynamite explodes 
about five seconds after it's picked up, chattering 
teeth eat any foes that might be on their way and 
there are maps to collect so that Pond is free to 
progress through the game. 


H e is a character that has seep a number of incarna- 
tions^most of'them revolving around fish puns. Now 
he's back in familiar guise as fhe secret agent James 
Pond. And the codename of his mission*’Operation Starfish. 
This time Dr Maybe is capitcflising on scientists startling - 
realisation that the moon is made-of cheese after all! 
Apparently Neil Armstrong really said "one smqjl step for 
man, one gianr- hold on...hey Buz, where d'ya put those 
cream crackers?" - 


Dr Maybe saw an opportunity to make a fast buck and was next to 
the moon. It wasn't long before he had dug out cheese mines and 
set up stilton^machines to begin harvesting the dairy product on a 
massive scale. As a result of Maybe's evil"monopoly, all cheese 
farms on_earth-are going bankrupt and Pond has been assigned 
the task of bringing down the Doc's aromatic business empire. 
GukJe-fhe frivolous fish through a hundred levels of platform may¬ 
hem, collecting power-ups, rescuing agents who have diready been 
cgptured,'and.destroying Maybe's mines and machinery. Plenty of 
weird and globular enemies 

stand between Pond and mk Mim Mm m ^ 

success, and failure means V Myk mm j|mi 

that-D? Maybe wifi have | 

some sushi to go with ~ 

his cheese dishes! . - M M MFE* j 


CART SPEC 

• BY: US GOLD 

• PRICE: £44.99 

• RELEASE: MAY 

• GAME TYPE PLATFORM 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: None 

• OPTIONS: Joypad config 


GAME INFO 

• GAME ORIGIN: The whole 
Robocod, Jimmy Pond experi¬ 
ence. 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Co 

• ALTERNATIVES: Super Mario 
World, Super Mario All Stars 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Sensitive 


j Fire/pick up object 


A ) Fire/pick up object 


L: No Function 
R. No Function 


Start: Pause/ quit 
Select: Restart level 


GAME CREDITS 

• DEVELOPED BY: MILLENNIUM 

• DISTRIBUTED BY: US GOLD 

• MADE IN: ENGLAND 

• ARTWORK: c 1993 EA 



































STRATEGY 


ACTION 


CHALLENGE 


YEAR 




ON THE CHEESE FARM 

Dr Maybe uses Stilton machines to 
harvest the crops from his cheese * 
mines. It is essential that these are 
destroyed if Porrd is to prevent the con¬ 
niving Doctor's attempt to secure a 
monopoly on the market, 

\ Once all of the machines are. / 
destroyed it's best to blow up f: 
the cheese mines as well. . / 5 


" ** 

,«.* *..*■ * „ 

mi 




ENT 




What we 

v have here is 

a game that 
almost 

■&j?m w”°’ 

J looks like 

the kind of 
PMH ft game you'd 
have 

J expected to 
see doing 

the rounds three years ago. In 
fact, it has caused a bit of con¬ 
sternation in the office. On the 
one hand it's a very big plat¬ 
form game with lots of things 
to collect and use, places to 
discover and puzzles to solve. 
This is nothing unusual but 
what makes it look a bit dated 
are the graphics and animation 
which have that ill-defined 
bouncy quality that made 
Mario the legend he is today. 
Unlike the Mario series though, 
James Pond 3 has little of the 
snappy and ingenious game- 
play that is so necessary to a 
platform game of this type. It is 
this ultimately that lets it down, 
the action getting repetitive 
and often frustrating when 
enemy sprites insist on catching 
you out no matter how pre¬ 
pared you might be. Paul 
insists it's useless. It isn't. But 
then, it isn't very good either. 
Perhaps James Pond 3 would 
most aptly be described as a 
bit of a wet fish! 


BREAKDOWN 


ORIGINALITY 


fw-g-g-fi 

LONG-TERM INTEREST 

hour r ~A 4H 

week r 1 - i'~y r 1 - 1 \ ! 


GRAPHICS 

A You could say they were 
almost retro... 

▼ ...or you could just say 
they're dated! 


SOUND 

1 

A Plenty of bubbly sound 
effects and tunes that are 
either jokey or grating - 
depending on your state of 
mind at the time. 

L 

72 

A 


PLAYABILITY 


A Pond moves about quite 
friskily and there are plen¬ 
ty of power-ups to get to 
grips with. 


T The levels all start to get samey and 
game quirks get very frustrating. 


LASTABILITY 


A Loads of levels, secret 
rooms and other things to 
discover. 


▼ The monotony will start 
to drag you down pretty quickly. 


OVERALL 

It feels like a ^ 

platform game ElS^ 

from a few years fa Fj 

ago trapped in m&r 

the future. If you 

have a fondness for the suave fish if 
might have more staying power but 
on the whole it deserves to be listed 
under 'been there, done that'. 
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SPONSORED BY: 


In April last year NMS launched the Star System, where we said that whoever ammassed the 
most stars within the space of a year could lay claim to a selection of the greatest games 
available on their Nintendo system. Twenty-five to be exact. Well, is this you? To find out look 
through the past year's issues and count how many stars you have earned, then write down 
your claim on the back of a post-card or sealed down envelope and send it to the usual 
address, marked 'NMS Stars Compo'. Now, HURRY! 

The greatest games tend to lie low for a while, then make an enormous comeback in pop¬ 
ularity. With Nintendo's Stunt Race FX fresh tricks are being discovered by the month, so if 
you still don't own this game flag down a copy today! We've been playing Stunt Race a 
heck of a lot recently and it is surprising how well its colourful, four car, 1 6 circuit creden¬ 
tials fare against the next generation racers. Don't believe us? Why not take 2WD or F-Type 
for a spin and find out how excellent it is for yourself. 

Meanwhile, remember Konami UK have two games for the sender of the best hint or cheat 
of the month. England needs your skill, games player! Mark all emergency correspon¬ 
dences 'Important Documents Enclosed', and address them to Nintendo Magazine System, 
Priory Court, 30-32 Farringdon Lane, London. EC1 R 3AU. To reach us sooner than later - 
they're your Konami games at stake after all! 



INFINITE CONTINUES 

HAGANE 


SUPER NES 


★ ★ ★ 


BEYOND THE CHEAT 

EARTH WORM JIM 


SUPER IVES 


★ ★ ★ 


CODES 

CANNON FODDER 


SUPER NES 


★ ★ 


Here's one Colin 'killer' Hodgkinson obvi¬ 
ously pilfered from one of the American 
mags, but we're okay with that. For infinite 
continues in Hudson Soft's splendid 
Hagane go to the options screen and play 
these tunes in this order: 9, 8, 7 then 6. 



Aaron Yomp journeyed beyond the stars to 
find a cheat for Earth Worm Jim, and found 
nothing. Then he realised all he needed to 
do was pause the game and access that 
old, useless Nick Jones cheat (Y, A, B, B, A, 
Y, A, B) and press B, A, B, B, Y to get an all 
new, never-seen-before one. Is there life on 
Uranus Aaron? 


DOC IN THE DARK! 

MICKEY MANIA 


SUPER NES 


★ ★ ★ 


Lights out for the Mad Doctor with a little 
help from Ian Smith, who hails from 
Romford in Essex. After ascending the tower 
on the lift, only lead Mickey part way into 
the tunnel then take him back to the left. 
Mickey is dragged off to meet with the 
Doctor, but the laboratory is pitch black! 



'Print these codes!' writes Mr J K 
Cartwright. Okay, but don't suppose for a 
minute that your codes are the best on offer 
because Mark Taylor from Hitchin AND Roy 
Cooper in Keresly had some had some that 
were better. These printed here are a com¬ 
bined effort, something you'd to well to 
remember in a real life war situation 
Carthorse! Thirty press-ups, then lick the 
toilet clean! 


BCBCY 

XHSPN 

XPBWR 

SCSDX 

WKLPR 

NPSXD 

CDBGW 

DKWPR 

BRDYN 

TDSHT 

HLDRG 

DRWYZ 

HGDKS 

RLWRY 

WSLZX 

SGPLR 

DNHSX 

YSRBT 

GHBNP 

NNSTT 

NTCCS 


LEVEL SKIP 

CLAY MATES 


SUPER NES 


★ ★ 


John Cleghorn's single level skip for Clay 
Mates is so modest, it just has to be genuine. 
To make the switch from Clayton's Yard to 
Cape Canaveral, collect the grey piece of 
clay but don't head down the tunnel. 

Instead, leap across and jump on the flower 
waiting on the other side four times, rapidly. 


(LEFT) Colin Hodgkinson's infinite continues cheat 
takes the pressure off beating this amazing Boss , 
encountered in Hudson Soft's 'Hagane.' 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


CEQ 44 


















































FLUFFY CLOUDS 

STUNT RACE FX 


CHEEKY CHECKPOINT 

STUNT RACE FX 


INVISIBLE TRACK 

STUNT RACE FX 


As we've already given two months' prizes 
away to Stunt Race FX experts, we're sorry 
to say Patrick the Leprechaun is having to 
make do with empty hands, but a swell 
head for being so clever! After complaining 
about the cheat printed in issue #29 not 
working to his satisfaction, Patrick went on 
to describe this marvel of ingenuity and 
technical marvelosity: 


Unbelievable this one. So we don't believe it! 
Take 2WD to the starting grid of Sky Ramp, 
using Free Trax if you must, and head off 
around the track as usual. At the rise after 
the first dip beneath the clouds, use full 
boost to jump left, over the barrier at the 
top. As soon as 2WD is clear press A to 
brake. Now man and machine may travel 
across the clouds, even going so far as to 
visit the air ship. Wowzer! Thanks to Vincent 
Quickenden in Croydon for that, though we 
must confess we can't get it to work properly! 


Select 2WD then Harbour City in Speed 
Trax. On any lap race through the first half¬ 
pipe section and turn through a full 180° to 
come back the other way once you reach 
the water. Head 2WD y full boost, toward the 
half-pipe section ar\d drive straight over the 
rightrjiand side at The end. ?WD ought to 
land bi*dc the first check-point a good 
way ahead of the other cars. Wney hey! 


SUPER NES 


We'll trust Joe Thomas Sulans and friend 
on this one, as it's quite clmplex. Select 
Port on Battle Trax and halp player one 
choose F-Type while playerltwo goes for 
4WD. At the start of the rale drive both cars 
backwards until they pass lie grass islands, 
lining the cars up at the thjj^irrow on the 
billboard. Take 4WD to tl ftSSftond set of 
islands, pulling over to the left-hand side of 
.the track. Player two accelerates 4WD into 
F-Type, hopefully with enough force to 
smash the little car into pieces. Should the 
cheat work correctly, F-Type rebuilds itself 
onto an invisible track. To leave player one 
must crash F-Type into one of the walls. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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LEVEL CODES 

SUPER RETURN OF THE JEDI 


SUPER NES 


★ ★ ★ 


Three stars go to Greg Patterson from 
Bothwell in Glasgow, as 
these level codes 
required a lot of work 
to compile. Greg wisely 
suspected that most 
people have difficulty 
with Brave difficulty, 
let alone meeting the 
Emperor as a true 
Jedi. So here are the 
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and Jedi settings: / 
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Tatooine 

Millenium Falcon 

Brave - BGFSMH 

Shoot Out 

Jedi- RRSBfS 

Brave - ZKQHQD 
Jedi - VCYNNP 

Jabba's Dance 

Hall 

Power Generator 

Brave - JVPLHP 

Brave - WCBMKS 

Jedi - YQYHJN 

Jedi - BPSDVS 

Jabba's Palace 

Inside Death Star 

Brave - VDLBGG 

Brave - KXVZZD 

Jedi - ZPNKKZ 

Jedi - DSFYGD 

Rancor Pit 

Falcon Over Death 

Brave - MKYXVN 

Star 

Jedi - BZGBJX 

Brave - BWHPHZ 

Jedi - NJHPHL 

Attack on the Sail 
Barge 

Tower 

Brave - LBRHFR 

Brave - MKZYDP 

Jedi - MSDZZR 

Jedi - BZCBCB 

Inside the Sail 

Vader 

Barge 

Brave - KHWKCB 

Brave - GPTDZC 

Jedi - VGKSNJ 

Jedi -XXVPBG 

Emperor 

Speeder Bike 

Brave - WDSMNN 

Brave - DDDQYZ 

Jedi -PPNNZY 

Jedi - CQQBKP 

Escape For Death 

Ewok Village (A) 

Star 

Brave - TLVHFT 

Braves only - 

Jedi - XNHPSF 

BGSWLD 

Ewok Village (B) 

Falcon Escape 1 

Brave - NVBJJH 

Jedis only - CJQK- 

Jedi - KQMLXP 

AAX 

Endor 

Brave - GRMJYX 

Jedi - MFWHQM 

Falcon Escape 2 
Jedis only - TXQLTM 



LUKE SCORE 


FflLCOM 

x02 

SCORE 
OOO0^00 

TIES x20 
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WEIRD STUFF 

SYNDICATE 


SUPER NES 


★ ★ ★ ★ 


We reckon Marc Collis is pretty clever for 
discovering these cheat codes in Syndicate, 
so a copy of International Superstar Soccer 
and The Adventures of Batman and Robin 
are his. The codes do 'weird things' such as 
provide lots of cash and making the game 
tougher. Furthermore, Marcz claims it's pos¬ 
sible to invent some codes of your own, just 
by making up words with the digits 0 and 1 
to represent 'o' and 'i'. 

R0B0T5 

COLLIS 

KNIGHT 

COOLBODY 

BLOODYOFF 

FLIGHT 

TOXINS 

BCHHLL 

SONGOFF 


GREY AREA 

VORTEX 


SUPER NES 


★ ★ ★ 


The mysterious Vincent Quickenden, he of 
the amazing mind for the discovery of 
game secrets, trained his thoughts on Jez 
San and the Argonauts' Vortex for a period 
and this small thing emerged: At the end of 
the first tunnel in the Cryston level, turn the 
MBS to face the Pass Disk and access 
Walker Mode. Move the MBS to collect the 
disk, only press jump and push left before 
the elevator doors open. The MBS ought to 
wind up in a place where the sky is black 
and the floor is grey. Pausing the game 
reveals that the MBS is able to step neatly 
into the next tunnel where another disk is 
found. Dare you read the code that the 
Quickenden has written? It's HVZSM... 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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MEGA MOVES 

WWF RAW 


SUPER NES 


Our man at Acclaim says all he ever hears 
are requests for these special, secret moves 
in their wrestling game. So he said 
'please... PLEASE print these'. So we did. 

Razor Ramon 

With the opponent lying down press Left, 
Left, Right then B for a Back Flip Elbow 
Drop. 

Doink 

For a Field Goal Kick position Doink behind 
a stunned opponent and press Left, Left, 

Left and A. 

Luna 

Luna performs her Propeller Splash when 
her opponent is lying down when you press 
Left, Down, Down and B. 

Owen Hart 

Send Owen into a Whirling Dervish when 
the opponent is still standing by pressing 
Up, Right, Down and Y 

Bam Bam Bigelow 

With his opponent standing, waiting for it, 
Torpedo Bam Bam into them by pressing 
Up, Down, Left or Right and Y. 

Bret Hart 

Heh-heh. Heh-heh. Erm... Bret Hart does 
this Butt Flip... heh-heh. Or something. 

After he's climbed the turnbuckle press 
Right, Right, Up and B. 

Lex Luger 

When the other wrestler is in punching 
range, press Up, Up, Down and B for a 
Super Punch. 

1-2-3 Kid 

What a rubbish name! The Kid does a 
Turnbuckle Jump when you press Up, Up, 

Up and A - once he's climbed the thing first 
o' course. 

Diesel 

Position Diesel behind a stunned opponent 
and press Down, Down, Right and B for a 
Caber Toss. 

Shawn Michael 

Witness this Super Drop Kick by pressing 
Down, Right, Right and A. 

Undertaker 

Press Left, Right, Right and Y to shiver at 
Undertaker's Running Clothesline. 

Yokozuna 

With Yoko on a turnbuckle and his foe on 
the floor, press Down, Down, Down and A 
or X to have him cannonball onto them. 


EXTRA LIFE 

CASTLEVANIA 


GAME BOY 


★ ★ ★ ★ ★ 


Because James Coglan has single-handedly 
saved the Game Boy section of the NHS 
this month, he receives maximum stars for 
every cheat, which ought to stand him in 
good stead for the big software prize we 
have planned. It's a one-in-a-million 
opportunity James, so make the most of it! 
Cheat number one, for the original 
Castlevania, tells how an extra life is found 
by whipping not the first but the second 
candle on level one. 



I LEVEL SKIP 

JURASSIC PARK 


GAME BOY 


★ ★ ★ ★ ★ 


Press Up, Down, Left, Up, Down, Right and 
Select twice. From now on, whenever A, B, 
Select and Start are pressed simultaneously 
the current level is skipped. 


EXTRA LIFE 

CASTLEVANIA 


GAME BOY 


★ ★ ★ ★ ★ 


Because James Coglan has single-handedly 
saved the Game Boy section of the NHS 
this month, he receives maximum stars for 
every cheat, which ought to stand him in 
good stead for the big software prize we 
have planned. It's a one-in-a-million 
opportunity James, so make the most of it! 
Cheat number one, for the original 
Castlevania, tells how an extra life is found 
by whipping not the first but the second 
candle on level one. 


I PRACTICE BOSSES 

KIRBY’S PINBALL LAND 


GAME BOY 


★ ★ ★ ★ ★ 


Press Up/ Right, Select and B to practice 
taking out those nasty Boss types. Look out 
for the black cat on the Ranking screen to 
check if it's worked. Go Kirby! Grr! Grr! 


PRACTICE BONUS LEVELS 

KIRBY’S PINBALL LAND 


GAME BOY 


★ ★ ★ ★ ★ 


Press Down/ Left Select and B to perfect 
those bonus rounds. Check out the white 
cat on the Ranking screen this time. 



CONFIGURATION MODE 

MITAL=OOQOOO 
KIRBY=05 
►SOUND TEST 

EXIT 


SECRET OPTIONS 

KIRBY’S DREAM LAND 


GAME BOY 


★ ★ ★ ★ ★ 


On the title screen press Down, B and 
Select for an options screen where Kirby 
is seen wearing a pair of cool head¬ 
phones. Listen to all those excellent tunes 
and more besides! 


PRACTICE BONUS ROUNDS 

TMNT: FALL OF THE FOOT CLAN 


GAME BOY 


★ ★ ★ ★ ★ 


Press and hold all four buttons when the 
title screen is up. A question mark appears 
on the level select screen telling you there 
is a choice of bonus games available. 
Another cheat, which you're not getting any 
more stars for James sorry, is the old 
Konami cheat which goes: Up, Up, Down, 
Down, Left, Right, Left, Right, A, B, Start. Do 
this after you have completed the game 
once, while the game is paused. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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Come on ladies and gentleman! The ride of your life! It’s called the ‘Mighty Queue’ and lasts for three 
hours! The ride of your life! Come on! Try the legendary ‘Mighty Queue’! Once in a life time experi- 
ence!...Oh, and there’s this two minute roller coaster ride with a few twists and stuff...Come on ladies and 
gentleman, experience the ‘Mighty queue’!... 



For those attending theme parks the theme is 
often one of foot tapping impatience and frustra¬ 
tion. But for those owning theme parks this 
means the theme is definitely money! money! 
money! Bullfrog's Theme Park puts you on the 
right side of the dollar sign, provided of course 
that the punters are relatively content and keep 
flooding through the gates. To ensure that this is 
the case, here is a comprehensive guide explain¬ 
ing how to get the most out of those gullible fun- 
seekers. Roll up! Roll up! 


SOME SIMPLE POINTERS 

To have plenty of people queuing for rides is 
nothing to complain about, but if they get too fed 
up, thirsty or bored, problems will start to materi¬ 
alise. Always keep an eye on those thought bub¬ 
bles. If a gathering of punters in one part of the 
theme park seem to be thinking of food with an 
uncanny collective instinct, it is a good idea to set 
up a food stall somewhere conveniently close. 

The same goes for prices of drinks and snacks or 
the standard of prizes up for grabs. If too many 
people are complaining about them, think about 
a change. 
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WALK DON 

When starting out don't be too ambitiou! 
although get the park open straight away^ 
because there will always be one or two cus¬ 
tomers that turn up. Dreams of a Disney World 
the size of Wales should be reserved for a later 
date. Slow the game speed down when you start! 

it gives you more 


park to begin with enables you to get to grips 
with anything that goes wrong - and things will 
go wrong - without panicking too much. If rides 
don't fit well or have a fault in construction then 
remove them. It is better to lose a bit of money 
than have a theme park where the theme is dm 

membered limbs and mass death! g _ 

Am "t*?? i"* 

RIDES M Jpr 

More rides = more punters = more mono#! It's a 
simple formula and it works, providing ydu follow 
certain rules. An old ride is more likely Jp need 
regular repair so it is worth thinking alfbut replac¬ 
ing it altogether for something entirely new ajnd 
exciting. It means the Mechanic isn'MDnder s6 
much pressure and of course the customersuare 
kept satisfied. You should always Ijfave something 
in research for new rides. Try to buy they as they 
become available. A new ride sabula alp be fol¬ 
lowed by bumping up the tickejfprice. (remember 
aat larger capacity rides also^eed rrwpre queuing 
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(ABOVE) Wow! I've won the lottery! 


Still* -- 




(ABOVE) 
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It is in dealing with shops and stalls that players 
get the chance to hone their shrewd 
Machiavellian instincts. The trick is to exploit as 
much and as often as possible without getting 
found out. Place a coffee shop by the park 
entrance, make sure the tea and coffee are 
injected with plenty of caffeine and watch the 
simple folk go hyper for action! 


The major problem arising from shops is litter. If a 
shop is likely to result in lots of empty cups and 
wrappers make sure there are enough handymen 
to deal with the problem and keep everything 
nice and tidy. The rise in litter though also sug¬ 
gests that food and refreshments are selling well 
so it might be time to bump up the prices! 


Stalls are a good way to make money if you don't 
fleece the punters too heavily. Unfortunately 
they're not as daft as you might like and will 
realise when they're being ripped-off. A half- 
decent chance of winning a mediocre prize is bet¬ 
ter than a remote chance of a good one. 

As with rides, variety is the key to successful 
stalls. Research into new and original stalls is 
always important. Remember, today's hi-tec nov¬ 
elty is tomorrows yesterday thing! Keep in touch 
with the latest developments. Another advantage 
of stalls is that they tend to be smaller than rides 
so any convenient little spot will do. 






(ABOVE) Feed your customers caffeine all day and they'll 
try anything for a laugh. Stresses you out, see. 


!E) Hmm. Not a lot happening here really. Hello? 


(ABOVE) Once you're eai 
pretty much got it made. 


d of money you've 
Ik problem mate! 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 










































Another tactic for the wily money hoarder when 
more than one ride is damaged is simply to slow 
them down while the Mechanic is fixing one of 
them, hoping the release in stress on the rides 
mean they won't blow. This means that only one 
Mechanic need be employed to fix all the rides. 
The risks are obvious though. If a ride blows 
despite less stress, the little people could be tak¬ 
ing a ride into sudden death! 

THArS ENTERTAINMENT! 

Entertainers should be employed more or less 
from the start. Have them standing near the 
entrance to cheer the punters as they arrive and 
cheer them as they leave. Also put them next to 
long queues to keep those waiting thinking about 
something other than their aching legs. It should 
be remembered as well that Entertainers become 
more important when there are rides out of use. 


The little people like to feel that while the huge 
hi-tec rides are a testament to modern intelli¬ 
gence and invention, they are in harmony with 
beloved nature. Exploit this naive faith to the full 
by planting trees, landscaping lakes and setting 
up fences. The more picturesque the better. It 
means that those on a monorail have some nice 
things to gawp at. These luxuries don't come 
cheap though so ensure you're flush before 
embarking on such a project. 


It's unfair I know, but unfortunately staff have to 
be paid. Deciding who to employ when is the key 
to saving the most money though. When the first 
piece of litter is flagrantly thrown to the ground, 
it's time to employ a handyman. Keep an eye on 
him to make sure he doesn't miss a single bit. 


No one wants to trot miles to get on rides or to 
check out shops and stalls. Intelligent planning is 
therefore essential. Where the shops are posi¬ 
tioned is all important. Having a balloon shop 4 
and a refreshment stall just after the entrance M 
means that people are kept in a good mood aj|a 
are able to refresh themselves after their driv®? 
Cut down on the time it takes to move from Mr le 
attraction to the other. A straight path with jfaes 
on either side is a good start. Put the entrdnce 
towards the back and the exit facing the ifcth so . 
people walk out to the sight of other rid^ or 
stalls. Try to make sure they spend as IjFle time 1 
as possible walking - it's better for thfm and fet¬ 
ter for you! However, if you want to include trees, 
lakes and other natural stuff you'll have to sbcri- 
fice this approach to make some rc&rff. The bal¬ 
ance to strike depends entirely or#he punters. 






When the first ride starts to break dowmcall in 
the Mechanic. A single mechanic can usually 
maintain three to four rides at once and make 
sure he does so with tyrannical gusto! If two rides 
are breaking down at the same time direct the 
Mechanic to get to work on repairing one imme¬ 
diately and either hire another mechanic to deal 
with the other ride or shut it down temporarily. 
Alternatively, wait until three or four rides are 
close to going boom, shut them all down and 
keep the Mechanic busy for a few months! 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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SPREAD A LITTLE 
HAPPINESS 

How satisfied the paying public is with the park's 
layout can be gauged by how often they go on 
rides and buy things in the shops. Unhappy peo¬ 
ple do little of either and simply clutter up the 
park. One useful method that prevents too much 
idle milling around is to organise a one way sys¬ 
tem. The advantages are that it makes it easier to 
work out what people might want at any point 
around the park based on how far they have 
come, but problems might arise when there are 
too many people in the park and queues begin to 
develop. 


MIND YOUR BUSINESS 

As is the rule of business, the more money you 
spend the more money you'll make. Expensive 
rides and shops will increase the value of your 
park. This means it will sell faster and make a 
greater return. There are other ways to make or 
save even more money. Moving staff manually to 
trouble spots makes them more efficient. 
Positioning shops outside the main entrance will 
also make you some extra bucks. Take note of the 
tax free years in the country you are building your 
park. There is no point in buying land before the 
end of the tax free period otherwise you won't get 
the full benefit of it. 


THE THEME IS: SADISM 

If the ruthless exploitation of people's sense of 
pleasure for nothing more than a fat wallet starts 
to get you down, it's time to turn to sadism. Why 
not consider the theme park more as a laborato¬ 
ry. Try deleting entrances to the rubber tubing 
ride once people have climbed aboard and watch 
>pens. How about deleting certain sec- 
rack on the roller coaster? After all, 
n't everything! 
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SPECIAl FEATURE 


mo 


We’re used to it now of course, but the term 
‘Super’ associated with anything ‘Nintendo’ in 1990 
was enough to have every video-game fanatic lose 
sleep for weeks! So when Nintendo announced 
their ‘Super’ Famicom, players the world over 
inevitably went delirious! 


With the Famicom (NES) at its peak, games players weren't 
really looking anywhere else for their fun at this time - not 
even toward Sega's new 16- 
bit machine. When Sega 
released their Megadrive in 
1989 the position stood much 
as it is now with Saturn and 
Nintendo Ultra 64. 

The Megadrive's 16-bit 
technology was far in advance 
of the 8-bit Famicom and it 
seemed Nintendo had been taken unawares. As if to confirm 
this, their most recent hardware release was the massively 
popular yet miniature and monochrome Game Boy. 

Virtual Boy is set for release in Japan this July and NU 64 is to 
follow in the Autumn. In the light of both Sega and Sony's 32-bit 
systems already making their debut in the East, 
doesn't this all seem a bit familiar? 


\m 

Game Boy proves that a policy of presenting 
humorous, involving and intelligent game-play 
impresses more than expensive good looks. 
Hiroshi Yamauchi, president of Nintendo 
Company Limited, made the right decision in 
placing mono-chrome, portability and afford¬ 
ability over colour, clumsiness and expense. 

To date Game Boy is the only console to have 
crossed the divide between all age-groups and 
gender, with just under half of the 30 million 
owners world-wide being adults. This is partly 
due to an advertising campaign aimed directly 
at older players which, in America, was backed 
by the slogan 'You don't stop playing because 
you get old - but you could get old if you stop 
playing'. Enough to urge any youth-respecting 
individual to reach for their wallet! Yet anoth¬ 
er incentive focused on Father's Day; get him 
a Game Boy and hey presto: 'the Dad who 
has everything.' 
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GAME BOY 


TETRIS 

Game Boy's other key advantage was, and still is, the 
version of Tetris available. That Nintendo focused on this 
puzzler instead of Mario Land at the release of Game Boy 
much says it all. Both Nintendo Presidents knew they had to 
Tetris, seeing it as the perfect marketing tool for a portable 
machine which, they hoped, would appeal to both male and 
female players alike, regardless of age. 


SUPER MARIO LAW 

No Nintendo machine is complete without its custom-built Super 
Mario adventure. In Super Mario Land the sprites may be small but 
the game play is GREAT! 


The thing to remember is NCL don't work to pressure; they only 
ever release a product when it is considered worthy of the com¬ 
pany's reputation. President Yamauchi had been overseeing 
the development of a new super console to replace the 
Famicom since the late 1 980s, and he obviously saw no rea¬ 
son to rush-release his superior games machine just because 
Sega claimed to have reached the 'next level' first. On the 21st 
of November 1990, any doubts regarding Mr Yamauchi's 
reputation were dissolved. The Super Famicom had arrived, 
and it left the shops just as soon as staff could empty those 
crates containing the system with its initial batch of software. 

Boasting a pallete of 32 768 colours; a sound chip designed by 
Sony and a specialist 'Mode 7' graphics processor, seeing and 
hearing the Super Famicom in action was an experience no 
games player could exist without. Once everybody got the chance 
to play the new Super games, they found that the benefits the 
new hardware provided were just unbelievable! 


Waiting for Nintendo to make a move is 
always frustrating. Though you suspect 
they have everything under control, 
there's always the worry that delays are 
due to lack of preparation. Everybody 
here at NMS remembers the unbearable 
tension of the year preceding the release 
of Nintendo's Super Famicom, having 
seen Sega not only debut their Megadrive 
in Japan by late 1990, but establish their 
16-bit console, re-named 'Genesis', 
Stateside too. 

What were Nintendo thinking of! 
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SPECIAL FLATIICl 


SUPER MARIO WORLD 

2IST NOVEMBER IT?0 

Absolutely the most sought-after video game in 
history! 96 colour-filled levels, laced with Shigeru 
Miyamoto's ingenious game play ideals. The style 
and quality of animation teamed with irresistible 
music and crazy sound effects, injecting Super 
Mario fans with renewed enthusiasm for their 
hero. Nothing has ever come close to this. 


F-ZERO 

ZIST WOVEM0ER 1110 

The only other game available on Super 
Famicom's debut is this breathtaking futuristic 
racer. It showcases Mode 7 in a way that, some 
argue, has rarely been bettered. Though it only 
supports one player, many people still prefer tak¬ 
ing control over the three cars in F-Zero above 
competing in Super Mario Kart. 


(ABOVE) One early SFC design 
featured a headphone socket on 
the right-hand-side. Weird. 



PILOT WIKG5 

2IST DECEMBER IW 



Players join a unique flying school 
where prototype aircraft are mas¬ 
tered alongside the traditional 
variety. Being hoisted into the air 
for your first sky dive is an unfor¬ 
gettable experience, in fact the 
edge-of-your-seat environment 
offered by Pilot Wings in every 
area has remained unique to 
this day. Fantastic! 


(LEFT) An artist's impression of 
what the Super Famicom was 
expected to look like. Lucky he didn't 
work for Nintendo, eh! 



5UPER NES (USA) 

m 

'And suddenly the world's a more exciting place 
to be', or so goes the advertising slogan used to 
launch the Super NES in America. In 1991 one in 
three American households who already owned 
an NES needed assuring it was time to take the 
next step. Super Mario World presented as strong 
an argument as any, but the most significant rea¬ 
son was the 'next generation of Nintendo games' 
that only Super NES provided. With so many peo¬ 
ple already fired up over their favourite games, 
all Nintendo's customers need do was imagine 
the wonders this next generation might conceive. 
It's all Nintendo needed to guarantee the millions 
of sales that followed. 




(ABOVE) Early shots of 'Dragon Flight' 
- eventually to become 'Pilot Wings.' 
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One of Nintendo's least expected 
moves has been the release of 
the NES 'Basic'. Essentially noth¬ 
ing more than a re-stylised NES 
the $50 price tag is hoped to 
entice potential players to join 
Nintendo's happy family even 
though they may be working to a 
tight budget. Looking more like 
the Japanese Super Famicom 
than the American Super NES, 
NES Basic has handled itself pret¬ 
ty well so far. In Japan NCL 
relaunched the original Zelda 
adventure, alongside Wario's 
Woods to mark the event. Any 
excuse to continue their eternal 
Nintendo celebration! 


HftOlfrfT 

rWJTO? 




(ABOVE) Hurray! 
It's the Famicom/ 
NES all over 
again. Zelda too! 


Next off the Nintendo of America drawing 
board became the Nintendo Mouse, packaged 
with the odd-ball Mario Paint. While software 
developed specifically for the mouse is gener¬ 
ally directed at older players - ie King Arthur's 
World, Might and magic III and Spell Craft - 
Mario Paint is obviously geared toward the 
mind of a child. Admittedly this has nothing to 
do with actual age as everybody here at NMS 
still thinks it's great! 


SUPER MARIO BROS 
THE MOVIE 

m 

i Anybody expecting a tour around the 
L Mushroom Kingdom as seen in the Super 
I Mario video games were in for a nasty 
ft shock. Hollywood took the brightly coloured, 
B headiness of the classic games and buried 
H them, producing Super Mario Bros: The 
■ Movie as Blade Runner starring The 
H Flintstones! Millions of dollars were spent 
■ on confusing Princess Mushroom with 
H Mario's girlfriend Daisy, transforming 
H small mushroom-like Goombas into giant 
lizard men and presenting our fun-loving 
dino-with-an-attitude Yoshi as a puny 
^^2 Jurassic Park extra. Bob Hoskins jumps 
H around aided by rocket boots instead of 
Mushroom Power, he may have the 
ft A likeness of Mario but the infamous 
\ Brooklyn plumber he ain't. Cut!!! 


[jJ| I SUPER SCOPE 

m 

Recognising Sega as a competitor in 1992 did 
Wm nothing to steer Nintendo from their innovative 
approach to possibilities with home video-game 
possibilities. American players were getting less excited over the 
standard Nintendo set up, and a market survey indicated as 
much. So Nintendo of America's President, Minoru Arakawa, 
had his engineers invent something less predictable. The first 
product they designed being the Super Scope. 

This remarkably accurate light-gun, precise to the tiniest pixel, 

lack of excitement surrounding 


is still available today though a 
the software has prevented it from becoming anything great. 
Not surprisingly the only titles worth getting for use with the 
Super Scope are Nintendo's own, of which there are only 
four. Although Super Scope 6, packaged free, comprises of six 
games worth buying the accessory for alone. 
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SPECIAL FEATUHE 


IfXIfTEKPO FUff CENTRE 
PROGRAMME 

IT?2 

Since October 1992, Nintendo have been busy 
installing 'Fun Centres' in hospitals across 
America; comprising of a VCR, TV monitor and a 
Nintendo system with a library of games. 

It's all an extension of US non-profit organisation 
'The Starlight Foundation' who are dedicated to 
enhancing the lives of seriously ill children, to 
whom Nintendo have pledged a total of $2,125 
million to date. Currently there are over 400 Fun 
Centres in the US with plans to expand the pro¬ 
gramme into the UK, Australia, Israel and Japan. 
Nintendo UK are also responsible for helping 
charities through organised events. 
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When Nintendo led the Super NES into 
the realms of convincing 3-Dimensional 
worlds in 1993, they enlisted the help 
of the world's leading experts in 3-D 
design, Argonaut Software. This 
East/ West partnership embarked 
on an awesome project which 
eventually emerged as Sci-Fi shoot 
'em up StarFox; or StarWing as it is 
better known in the UK. 

In order to generate the kind of graphics 
required, a specialist chip was created by 
Argonaut's engineers - the Super FX. 
StarWing bettered anything experienced 
on Sega's CD-Rom at that time, so con¬ 
vincingly that US advertising slogans 
confidently asked: "Why go to the next 
level when you can go light years beyond? 
Last year Sony published 'Vortex', another 
programming feat from Argonaut. 


THE POWER GLOVE 

i m 

JPL's ingenious Power Glove, developed for Mattel. This is the best example of 
this NES device we could find to show those who don't know, how it worked. 


PLAY 5TATXOH 


mxj 

Video-games have become Nintendo's business. In fact it's fair to say 
that the video-game business as it stands today belongs to Nintendo, 
with everybody else constantly running to catch up. 


In 1988 Nintendo agreed to co-develop a CD-Rom machine with 
Japanese consumer-electronics giant Sony. The two companies were obvi¬ 
ously on good terms at this time because Sony eventually designed the dis¬ 
tinctive PCM sound chip for the Super Famicom. Given both companies' 
reputations the CD-Rom collaboration seemed destined to become a match 
made in some abstract kind of heaven, but it wasn't to be. A revision of the 
agreement in 1991 revealed that Sony had the exclusive right to license all 
CD games released for their 'PlayStation' machine, with Nintendo only being 
able to control the cartridge side. This was so out of touch with the Nintendo 
way of thinking that the following series of events were inevitable. 


At the 1991 CES Nintendo announced that they were to work 
with Phillips, not Sony, on a joint CD-Rom venture. The differ¬ 
ence being that Phillips were providing what Nintendo viewed 
as superior technology while they remained in complete 
control over the games produced for it. You can imagine 
the scene! While the agreement with Sony still applied on 
the cartridge side, Nintendo appeared as though they no 
longer wanted anything to do with the PlayStation CD- 
Rom. As a result Nintendo and Sony engaged in heavy 
behind-the-scenes negotiations, as neither side wanted 
to lose out completely. Nintendo had their sound chip 
to worry about after all. 


Unbelievably there came another about turn in 
1992, as negotiations with Sony reached a point 
where Nintendo had finally got what they wanted: 
control over the licensing of CD-Rom games. Phillips 
kept their part of the deal but the main event looked set 
to take place with a joint Sony/ Nintendo venture after all. 

Rumours ran wild! Because everything looked so much in 
Nintendo's favour at this point the new machine just had 
to happen, and artists impressions of what the CD-Rom 
might look like began appearing in magazines devoted 
to video games across the world. (Above Left) 


(BELOW) An Official StarWing Competition game was created 
exclusively for use at the launch party and in-store challenges. 
We have five copies of this strictly limited-edition cart as prizes 
for the first five people who can tell us the programmers names. 
Entries to 'StarWing Ltd Editionat the usual address. Hurry! 
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KIRBY/ 

ro/4 

Shigeru Miyamoto's bubblicious super char¬ 
acter brings his sense of cool to the NES. 
Kirby's Special Tee-Shot is released in japan 
toward the end of the year, marking Kirby's 
debut on the Super NES. Hurrah! 


Hie Nintendo Gateway System™ 

Tim xbcwmk diw-iiu iihuimcs the Nuitcndo Gateway Spurn™ mi MMvative titter*-nvc tmtlcwmiia locfenotofy cummir prcvtdiM 
emuMiiuneM anti intonation icfvfcr* toaiiUiv*. hotel* and ctui*e iIhjh. Thi* syutra «integrated ii 
by telea aemsjwe afffai hikIi it* Uughet.Avicom UMcriwUoiui 


It's always been Nintendo's policy to make their video games 
accessible to every day folk; not just those in the know. With 
their Gateway system a total of 40 million people have the 
opportunity to get hands-on video game experience through a 
customised Super NES, adapted to provide a choice of 10 Super 
NES games, audio CDs, films and telephone for people 
travelling by aeroplane or boat. 

Peter Main, Nintendo of America's spokesman explained how 
"Millions of adults and children who may not have had the time 
or interest to investigate video games now have the opportunity 
to discover Super Mario while crossing the Atlantic or circling 
above O'Hare." 

With their broad thinking strategy, Nintendo have used their 
experience to develop the world's first truly interactive multime¬ 
dia system for the travel industry. Their partnerships with key 
companies such as Hughes-Avicom and BE Aerospace, among 
others, gives passenger on Virgin Atlantic, Cathay Pacific and 
Singapore Airlines access to Gateway. People staying in North 
American hotels have the best overall deal, with Gateway avail¬ 
able from 70, 000 rooms in Holiday Inns, Clarion Plazas, 
Embassy Suites and Ritz Carlton hotels. 

Obviously Nintendo have greater things planned for the future 
of home entertainment than they'd care to let on 
at this point in time! 
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PROJECT REALITY 


m 

Officially 'Nintendo Ultra 64', this joint Nintendo/ Silicon Graphics 
enterprise was first announced under the code name 'Project 
Reality' in San Francisco, August 23, 1993. It is almost 
two years since that time and we fully expected to find 
ourselves saying 'a lot has changed'. But it hasn't. The 
two companies' incredible mission to bring the first 
'Reality Immersion Technology' system to the home has 
been meticulously carried out, with little said along the 
way beside the occasional confirmation that all is 
going according to plan. Comments such as this one, 
made by Edward R McCracken who's president and 
CEO of Silicon Graphics, impressed us in 1993: 


"By pooling the best and brightest talent from both 
our companies. 'Project Reality' will propel Silicon 
Graphics' leading digital media technologies into 
homes everywhere. Nintendo's financial and tech¬ 
nical investment combined with Silicon Graphics' 
engineering resources will enable our two com¬ 
panies to continue leading the visual computing 
and home entertainment industries in the '90s." 


You don't need us to tell you how much potential is 
loaded behind this world-beating partnership. Nintendo 
are the undisputed experts in the video game field and 
Silicon Graphics' machines are absolutely the most powerful 
engines a games designer could wish for. 


im 

More Argonaut/ Nintendo team work went into 
the creation of Super FX2, for use in the spec¬ 
tacular Stunt Race FX. Once again the Super 
NES is taken ahead of its time with true 'real- 
time' 3-D environments created by polygons 
generated through the FX2's in built RISC tech¬ 
nology. Real-time allows players to park their 
car then drive back around the track the other 
way if they wish, while the RISC technology 
enables incredible speeds without sparing the 
detail. Also objects seem more realistic with FX2 
as more of them are 'texture-mapped', mean¬ 
ing polygons are cloaked in authentic-look¬ 
ing disguises. Nobody, but nobody, failed to 
be impressed when Stunt Race FX was 
released. It is very clever stuff indeed! 


JVARIO 


im 

Wario's arch-enemy branches off into 
his own series of video games! He's a 
nuisance in 'Mario vs Wario' (1993), but 
it is Warioland that ultimately gives him 
free reign to exploit his nasty tendencies. 
What's more, this Game Boy title proved 
itself the best in the 'Mario Land' series. 









































PPCC 
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A first for Nintendo players in the UK, in that we were the 
first people in the world to see Donkey Kong Country! 

For the first time Advanced Computer 
Modelling (ACM) is put to use in a 16-bit 
game, a technique previously reserved 
for high-end PCs and 'next generation' 
dedicated hardware. The story goes 
that programmers 'Rare' happened 
across the necessary programming 
technique by accident while working 
on more advanced projects. 

Nintendo of America stunned every¬ 
body at the 1994 Consumer 
Electronics Show (CES) held in 
Chicago when DKC was 
announced, because no-one could 
believe it was running off a 16-bit 
machine. In fact NOA espe¬ 
cially arranged the press 
conference in order to have 
people assume that they 
were watching an early 
demo of Nintendo's Ultra 
64! Not surprisingly the 
game has gone on to 
sell in excess of four mil¬ 
lion copies world wide. 

What the success of Donkey 
Kong Country means is that 
the Super NES's horizons have 
been significantly broadened. 


SPFCI/ll fiat urn 


LIFE FITKE55 

im 

What do you get if you connect a 
'state-of-the-art Lifecycle®' to the Super 
NES? Why, the 'Life Fitness Extertainment 
System™' of course! Developed over a 
period of two years, this team effort 
between Nintendo and Life Fitness - who 
invented the first Lifecycle 20 years ago - is 
intended to transform specially written 
games into a form of aerobic exercise. 

Though we haven't seen any working exam¬ 
ples of this just yet, we know Software Creations have 
Pac Man '95 on the way which uses a similar graphi¬ 
cal technique to Donkey Kong Country. Sounds 
interesting. It's all in the name of true family enter¬ 
tainment - something which, Peter Main 
claims, "is what Nintendo is all about." 


Not exactly the colour Game Boy everyone 
hoped for, but a useful piece of hardware all 
the same. A fun piece of kit for the Nintendo 
fan who wants to make the most of everything. 


57 (NMS) 


Rare's Killer Instinct needs no introduction. The level of 
interest sustained over this one-on-one beat 'em up 
since its debut in the arcades has surpassed even Mortal 
Kombat II, and that's saying something! From what we 
know about the future of this spectacular game, it's guar¬ 
anteed that NU 64 is to perform wonders with it upon its 
release this year... 


tax T MONTH 

... What are Nintendo's plans and how do they intend to 
make them happen? NMS has inside news on the many possi¬ 
bilities contained in Nintendo's future... 


(ABOVE) Space Invaders uses 
Super Game Boy to access the 
Super NES's hardware. 


(BELOW) Cruis'n USA seen in the 
arcade. Nintendo's trademark 

lozenge sits on the 
side-panel. 


ARCADE 


im 

Almost a decade since their last arcade venture, Nintendo invite 
people to test drive two potential Ultra 64 games as coin-ops. 


With Cruis'n USA Midway aimed to 'rethink, reformulate, redesign 
and re-engineer the road race concept from the pavement up.' 
While it's not immediately so accessible as Namco's Ridge Racer or 
Sega's Daytona USA, Cruis'n is definitely way better in terms of 
realism and opportunities for the unexpected. Instead of 
accelerating round a circuit, Cruis'n takes place in ten real- 
life locations that together span a distance of 2650 miles! 
It took three years in all to transform video footage shot 
on-location in the USA into a 3D video game experience. 
It's a weird one, but largely viewed as a pretty great one 
at that and it has Nintendo's name on the side. 
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CART SPEC 

• BY: KONAMI 

• PRICE: £24.99 

• RELEASE: JULY 

• GAME TYPE: PLATFORM 

• CART SIZE: 2 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: 3 

• OPTIONS: Difficulty etc 


nimanicics instantly 
conjures many 
i foggy memories of 
Saturday mornings with 
its inane TV presenters 
and excellent cartoons - 
one of which is the 
aforementioned Warner 
Brothers cartoon. With 
its sly sense of humour 
and faintly amusing 
characters, it's well worth 
watching. 

The thing is, humour hardly 
ever works on a video game, and 
so Konami have tried to cut the 
Animaniacs characters into a bizarre 
puzzle-led platform game, where you 
do battle with the strange denizens of 
Hollywood in your quest to appropriate 
movie artifacts. You can control all three of 
the main characters from the cartoon (one at a 
time) and the gameplay is simply a matter of 
walking right until you reach an obstacle. Then 
you just use all your characters on every 
object sight in order to 
reach the next obstacle. 

Simple, non? 


GAME INFO 

• GAME ORIGIN: Extension of 
the popular cartoon series. 

Plus an addition to the 
Nintendo video-game line. 

• GAME DIFFICULTY Medium 

• SCORE TO BEAT: Complete 
two locations in a day 

• ALTERNATIVES Warioland, 

M a riot and. Tiny Toon 
Adventures, Looney Tunes 


SUPER GAME BOY 

• ADDITIONAL FEATURES: 

Old-style television border. 
Clever use of colour. 


GAME CONTROL 

• CONTROLLER: Game Boy 

• RESPONSE: Okay 


A) Jump 


5 J Stan Paws 


Se/eci Character select 


GAME CREDITS 

• DEVELOPED BY: FACTOR FIVE 

• DISTRIBUTED BY KONAMI 
m MADE IN: JAPAN 

• ARTWORK: c WARNER BROS 


I like a plat- 
former as 
much as the 
k next man, 

J disappoint- 

sluggish, 

dreary 

M9MCH 9 ameplay 
that 

Animaniacs delivers. The 
game's certainly great to look 
at, with decent use of the grey¬ 
scale palette, but the plodding 
gameplay is just devoid of 
excitement and the puzzles are 
slightly irritating. No, I don't 
think I'd buy this... 


RICH 


THE 
WARNER BROS 

Wakko, Yakko and the Warner 
Sister Dot all make appear¬ 
ances in the game and each 
have a different attack. Wakko's 
master of the ping-pong bat 'n' 
ball, Yakko wields a deadly 
lump hammer of doom and 
Dot, er, blows kisses. Right. 
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SET PIECES 

The heroes of the piece are intent on collecting 
movie props for a new shop they plan to open. 
Three movie sets are selectable right from the 
beginning, each based on a different Hollywood- 
based theme. As you might expect, each is packed 
with different puzzles that need completing. 

Fair enough. 


(ABOVE) A roulette game crops up between levels , giving 
players opportunity to chance their lucky stars against 

an extra credit. ---- 


winning 


(ABOVE) The Warners demonstrate their talents. Oo-wah! 


YOU THERE! /f 

Now that I have 
your A-TEN-TION, MM 
HI explain how 
WE like to play it. 

Wacko is the feller 
to clear the way, 

'kay? Bashing and 
crashing's his forte. Dot; 
she's got a way with kisses 
which means we misses out 
on trouble. And Yacko - 
that's me - I'm pushy. 


STRATEGY 


ACTION 


CHALLENGE 


REFLEXES 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 


GRAPHICS 


A The sprites and back¬ 
drops are well defined and 
look great on a small 
screen. The Super Game 
Boy colour is used well. 


SOUND 


A Animaniacs themes 
chirp merrily away in the 
background, and Factor 5 
do a great job of coaxing 
humourous sound effects 
out of the Game Boy. 


PLAYABILITY 


A Fun action for younger 
fans to enjoy. 


▼ Very slow and quite dull 
with quite obvious puzzles 
to complete. 


LASTABILITY 


▼...but some amount of 
boredom inevitably takes 
over part way through. 


OVERALL 


Everything you 

might expect from / 

the Warner Bros, A 

and sister. Though 7 

nothing more. 

Younger fans of the series are sure 
to appreciate this more than the 
dedicated games player. 
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MICE 


£rto£ 


Have we got a treat for you! 
Those rip roarin' raisers of all 
heck at Konami are planning 
to let a cop/ of Biker Mice 
From Mars rock and ride into 
your Super NES for free. Only 
TEN people can take advan¬ 
tage of this fantastic offer, 
though. Which is a shame 
because the boxed games 
are signed by none other 
than Rick Unger; the artist 
who created the characters 
Throttle, Modo and Vinnie. 


Here's what you need to do. 
Just call the Konami Hotline 
with the answer to this one e- 
extra simple question: 


What other famous comic 
strip is Rick Unger famous 
for producing? 






HO-O-O-LD ITU! 

There's more freebie software too, only this one 
needs no gimmick to get your mouth watering. 
We're talking gratis copies of International 
Superstar Soccer! For nothing! Free! Everybody 
knows this is the undisputed greatest soccer 
game ever written, and you can ov/n it for vir¬ 
tually no effort at all. Just call the Konami 
Hotline with the answer to this rather easy 
question: 

Which city is hosting the next World Cup 


IN TERNATIONAU 





0891 775741 









N i ntendo* 


IT STARTEP WHEN I WAS YOUNG, SPITTING OUT THE 
CHEAP BI\BV FOOP MY MUM TRlEP TO FORCE POWN MY 
NECK. AS | GREW OLPER I WOULPNT PE SAT|SF|EP WITH 
JUST ANY OLP TOY; I WANTEP THE SUPER PELUXE SETS 
WITH FREE TOKENS TO SENP OFF FOR UMlTEP EP|T|ON 
ACCESSORIES. AS I APPROACHEP MY TEENS | SOUGHT OUT 
IMPORTEP CPS OF HARPCORE GROOVES; COMPLETE WITH 
PONUS TRACES, LYRIC SHEETS ANP EVERYTHING. IfONE OF 
YOUR CHART TRASH FOR THIS STYLISH iNPlVlPUAL. AHEM. 
'OH YES PM A QUALITY JONKlE, ANP PROUP OF |T. 
PROPLEM IS, CLASS COSTS ANP PM CURRENTLY SO CUR¬ 
RENCY CHALLENGE? PM STRUGGLING TO MAINTAIN MY 
CREPIPILITY. SO I THANK MY LUCKY, GOLP-PLATEP IN A 
SPECIAL GIFT SET, AUTOGRAPHEP PY ANPY MCV|TT|E STARS 
FOR THE KM5 SUPSCRlPTlON OFFER. BASICALLY. WHAT I 
GET IS TWELVE QUALITY ISSUES FOR THE PRICE OF TEN. 

THAT s tweue for the price of 

TE HU! OF COURSE THERE'S MORE TO THIS OFFER THAN 
THAT. I'M NOT STUPIP. THE FACT |S I ALSO GET TO SEE 
KMO PEFORE THE HIGH STREET SHOPS HAVE HAP A 
SNIFF OF IT, WHICH MEANS I'M TOTALLY CLUEP UP PAYS 
PEFORE ANYONE ELSE. 

'IYOW I PONT WANT PEOPLE CRAMPING MY STYLE OR 
ANYTHING, PUT THIS OFFER'S OPEN TO ANYONE - MUCH 
AS | HATE TO APMIT |T. SO |F I WERE YOU, WHICH PM 
APSOLUTELY NOT OKAY, I'P SIGN ON FOR THIS EXCELLENT 
PEAL RIGHT NOW.' 

^RNA^NA^^Oa^ERSO^' 


To take out a subscription to Nintendo Magazine System complete the form 
and send with payment to : Nintendo Magazine System, Subs Dept, Tower 
Publishing, Tower House, Sovereign Park, Lathkill Street, Market Harbour, 
Leicester, LEI 6 9EF. 

(or if you want to pay by credit card call our subscriptions hotline on 01858 
468888 quoting source and offer codes) 

I wish to subscripe to Nintendo Magazine System and I enclose a 
cheque/postal order made payable to Ernap Images Ltd for £. 

□ UK (Offer Code: F02) : £24.50 

□ Overseas surface : £33.40 

O Air Europe : £36 .70 

O Air Zone 1 : £50 .00 

□ Air Zone 2 £57 .50 

O Eire : £33.40 

Source Code : IF1 8 

NAME :. 

ADDRESS :. 

POSTCODE:. 

SIGNED: .. 

(Parent or guardians signature if under 1 8 years) 

All subscriptions will be processed as quickly as possible, but you should allow 
28 days for the order to be processed and expect to receive the first avalible 
issue after that. 

Subscriptions guarantee: remember, if you are not completely satisfied with 
your subscription, you can cancel at any time and get a full refund for any 
unmailed issues. 


O Tick here if you do not wish to receive any direct mail that Emap Images Ltd 
feels may be of interest to you. 












2. Jason Tyszko of Peebles. Let's 
be unequivocal about his effort - 
it's not dead good. 


3. Ah, this is more like it. Guy 
Powiecki's worthy entry is colourful, 
exciting and well drawn. Could 
have been a contender. Except that 
it isn't. I'm the cruellest me, aren't I! 


Time comes, as it inevitably does, for us to judge 
the winners and runners up of the amazing 
Gametek Pinball Fantasies comp... Look, do / really 
have to do this? I've grown quite attached to the 
Popeye pin table over the past couple of months. It’s 
even made rather nice little nest for itself out of 
feathers, torn up Mario pants and NMS reader 
bones. In short, it’s become part of the family and 
I’m not letting it go without a fight. I’ll take it to the 
highest courts in the land, you hear. You’ll never 
make me give it back, never! Ow!! Leggo! Not a 
Chinese burn, please... 


1. Alun Cave's pintable is as empty as 
his head. Evidently. Was it really worth 
the stamp, I wonder. 


6. Jon Rossham's entry is mall, neat and 
benefits from having the likenesses of five 
very handsome blokes in the middle of it. 
Who are they? 


THE GOOD, THE BAD 
AND THE... OH DEAR 


Okay, I submit, you can have it, it's just not worth the pain - I've 
got very delicate wrists you know. So let's have a look at a few of 
the entries then, shall we? Generally speaking the entries - and 
there stacks of 'em - fell into three categories: Ace, Mildly Pants 
and Crap Beyond All Comprehension. Of course it would be 
rather unfair of us to show you the bad ones just for the sake of 
a few cheap laffs. But then again it's fun to pick on those less for¬ 
tunate than you! So, without further ado, lessavalook at those 
entries from our more "artistically challenged" readers out there 
before we move onto the Rolf Harrises among you. 


4. You've got to laugh, 
haven't you? I mean, if 
you didn't laugh you'd 
never stop crying. Still, 
Ross Mackay's entry was 
notable in being the only 
one to include a "woof" 
bonus feature. 
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5. My eyes! They've gone all blurry - / can't 
see straight! Oh, it's all right it's just the 
appaling crayoneering of Rishti Mehta. 


CZZ0 




























7. This custard-fixated monster comes courtesy of the 
dual pencils of Tiernan Dovieb and Lindsay Minnion. 
Well worth a copy of the game I reckon. They'll have 
to fight for who gets it though. 


10. Top Nintendo char¬ 
acter compilation car¬ 
tooning ahoy in this 
action packed table 
courtesy of the crafty 
crayons of Westley 
Young. Another runner- 
up, watch your mailbox 
young whelk. 


8. I like this one from 
Daniel Cameron a lot, 
although I don't fancy 
the chances of the ball 
coming out of Mario's 
Time Tube in one 
piece. Kirby's expres¬ 
sion's good. Well, 
wouldn't you look like 
that if you had a 
spring attached to 
your ass?! A copy of 
the game on its way to 
you, Daniel, just as 
soon as we can be 
bothered licking a 
stamp. 


9. A brilliant future as a car¬ 
toonist awaits Jorri de Weerdt 
of Holland. Alas, a brilliant 
future as a winner will not be 
his. He might even have earned 
himself a runner-up prize if 
only he had coloured it in. Oh, 
go on then, but don't say we 
never give you anything... 


10. And so we arrive at our esteemed winner - or winners we should say, because the 
entry that succeeded in asserting itself as the meanest of pinball fantasies was in fact 
a joint effort. Fitzy and Valente, who came up with this Tarantino inspired master¬ 
piece, win themselves Gametek's unbelievable prize - the Popeye pinball from Bally! 
We particularly liked the way they managed to work all the office faces, past and pre¬ 
sent, into the design, because at heart we're all vain posers anyway! Gary foaming at 
the mouth was an especially observant touch! A pinball is trundling its way to your 
door with a copy of Gametek's Pinball Fantasies for the Super NES to boot, just in 
case you tire of the real thing! Tony Hart smiles over you. Congrats! 





CEB 


























Yuyu 


REVIEW 


Y uyuhakshu isn't what you'd call a catchy 
title, but then it's not a game designed to 
appeal to Westerners. It's taken from the 
most famous cartoon in Japan and is the 
fourth in a line of beat em' ups using these 
Manga stars. The cartoon is so famous in fact 
that when the lead character died it made the 
front page of some Japanese newspapers! 

Essentially it is a standard one-on-one beat 
em' up incorporating 16 characters, each in 
possession of magic moves which have 
to be powered up. Players have the option 
to fight in one-off bouts or take part in tourna 
ments involving the best of three. The rest is 
simply a matter of putting up ya dukes and 
preparing to pummel! 



... Except in terms of presentation, which fol¬ 
lows a distinctly Japanese flavour. Also, the 
players are totally unrealistic and Japanese- 
looking. Not Anime-esque as such. No, in 
this case, they look like Play People on 
steroids.Also, forget realistic effects - think 
more along the lines of cutesy music and 
the occasional sampled effect. And even 
that's if you're lucky. 

Otherwise it's business as usual, as yet 
another near-identical baseball game "hits" 
the market. 


H ave you ever noticed 
that just about every 
baseball game looks 
and plays exactly like all the 
others? It's curious isn't it, 
how the sport always takes 
the form of a third person 
perspective ball 
throwing/hit¬ 
ting festival, 

which switches to an overhead-type view 
whenever you hit the ball. Well, this new 
baseball simulation from Namcot follows 
the formula to the letter... 


REVIEW 
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THE UNFAMOUS FOUR 

The cartoon focuses around four buddies who spend their time out 
getting the usual teenage kicks fighting evil where ever they find it: 
JONNY BUFONT: The leader of the gang has an amazing 
blue fireball attack. He can launch them one at a time, in 
clusters, use his fireball fist, and even unleash a huge fire¬ 
ball that penetrates any defence his opponent attempts. He 
is also very quick and agile. 

KEITH QUIFF: Not as fast as Jonny, Keith nevertheless 
has some snazzy special moves. One of them releases 
three fire stars that hurtle towards the enemy. Another 
involves wielding a fire sword and swiping down enemies. 

This attack becomes more potent in a third special move. 
STRAWBERRY BLONDE: Because she's a girl and every¬ 
thing, Strawberry's attacks look delicate. Don't be deceived by 
her pink whiplash attack or the pink whirlwind defence - 
both are deadly. She also throws tiny pink peas which are 
surprisingly harmful as well. 

GARETH SPIKE: 


MMENT 


Without the benefit of being a 
life-long fan of Yuyuhakshu, 
there's only the game play to 
consider here. Though there's 
nothing drastically wrong with 
the response to controls or with 
graphical glitches, Yuyuhakshu 
has nothing to attract beyond 
the likenesses of the anime 
heroes. Even for a cartoon 
style, the graphics are flat and 
don't animate smoothly 
enough to successfully convey 
the action to any hard-hitting 
effect. The sound effects are 
week too. A collector's piece, 
maybe, but nothing more. 


NAMCO ARCADE 
ODDITIES 

What is quite amusing about 
this title is the fact if you visit 
the home stadium of the 
Namco team, you're treated to 
"music" taken directly 
from some of Namco's 
earliest arcade hits, 
such as PacMan, Dig 
Dug and Xevious 
(the first vertically 
scrolling blaster 
ever, fact fans!). In 
the audience are 
various Namco 
icons, such as 
the PacMan 
ghosts for example 


Swordsmanship is 
Gareth's speciality. 
One of his 
special moves is 
the sword lunge, 
sweeping in on 
opponents and 
lashing out. 
Another is a 
lightning-quick 
combination of 
punches that burst 
into flame tracers. 



i j i ij 


This must be a product aimed 
squarely at Japanese kids, 
because it seems to lack any of 
the sophistication included in 
just about any other Super NES 
baseball-related offering. The 
basic gameplay is exceptionally 
simplistic, leading to a super¬ 
short-lived and basically dull 
title. Considering the fact that 
there are a couple of superla¬ 
tive baseball sims out there, 
you'd really need to be a 
lunatic to even consider this. 
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GAMEPLAY? 

Yes, there is some. And it's near identical to all 
the other baseball games available. When you're 
batting, it's essential to time your swing perfectly 
and position your character correctly. And when 
you're "pitching" it's a simple matter of just 
choosing a position, tossing a ball and adjusting 
its curve factor. Easy peasey. 


4 Very poor overhead view graphics and Play People- 
esque 3D batting V pitching characters. 

SOUND 

4 Some super-tinkly, cutesy music that differs for each 
team. Quite irritating, overall. 

PLAYABILITY 

4 Little sophistication in the play mechanics, leading 
to a dull baseball experience. 

LASTABILITY 

4 A fair few teams to play or conquer, but it's just not 
at all interesting. 

OVERALL 

With so many better-presented Baseball titles to 
choose from it seems silly to consider this one. 
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REVIEW 


CART SPEC 

• BY: THQ 

• PRICE: £24.99 

• RELEASE: OUT NOW 

• GAME TYPE: SPORTS SIM 

• CART SIZE: 4 MEG 


C ertain initials are guaranteed to cre¬ 
ate interest wherever they appear in 
the gaming world. FIFA, for instance, 
attached to any soccer game more or less 
says "Quality game. Please buy me". 
Likewise, if it's topping Yank sport titles 
you're after, you'd lookout for an NHL, 
NFL, or NBA endorsement. When it comes 
to golfing games there's only one choice - 
the PGA mark which, coincidentally, fea¬ 
tures large in THQ's latest offering... 


Called PGA European Tour, the game features not 
one but four of yer actual PGA championship 
courses, starting in good old blighty and venturing 
is far afield as Crans Sur Sierre in Switzerland. 
The game boasts three modes of play -Practice, 
Tournament or Skins - has three sets of clubs, 

■ one or two player golfing action and a choice 
of real life professionals. It also has a pass- 
f wprd feature to allow players to save their 
progress up the PGA Leaderboard. and all 
crammed into a 4Meg cart. Sounds cool, now 
where did I put those tartan knee-socks? 


mm 


mm 


GAME CONTROL 

• CONTROLLER: Game Boy 
m RESPONSE: Good 

® Everything 

Cancel choice 

Start: Music on/off 
^5^ Select: View green 


GAME INFO 

• GAME ORIGIN: Sequel, in 
Game Boyular form, to the 
highly successful PGA series. 

• GAME DIFFICULTY: Moderate 

• SCORE TO BEAT: Too 
embarrassed to say 

• ALTERNATIVES: Mario Golf, 
Konami’s "Ultra ' Golf 


GAME FEATURES 

• NO. OF PLAYERS: 1/2 

• HEAD TO HEAD Yes 

• BATTERY BACKUP: No 

• CONTINUES: Password 

• OPTIONS Various 


SUPER GAME BOY 

m ADDITIONAL FEATURES: 
None 


GAME CREDITS 

• DEVELOPED BY: MALIBU 

• DISTRIBUTED BY: THQ 

• MADE IN: USA 

• ARTWORK: c THQ. 


PGA 


PGA 

EUROPEAN i 

,TO 


OPEM 


TOUR! 
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STRATEGY 


ACTION 


CHALLENGE 


HOUR 


WEEK 


MONTH 


YEAR 




BREAKDOWN 


ORIGINALITY 


LONG-TERM INTEREST 


ONE-HIT WONDER 

Okay, so you've equipped yourself with a full set 
of golf-sticks, you've got a bag knobbly white balls 
and have been charged with the task of getting 
them into a small hole a few hundred yards away. 
So what next? First thing is to use the cross-hair 
to measure the distance to the spot on the 
course you are planing to aim at, and ensure 
you have a club capable of ensuring such a 
feat. Next, if you deliberately want to hook or 
slice the ball a little - to avoid an obstacle perhaps 
- use the Draw and Fade meter. Once you are sat¬ 
isfied with your pre-shot prep it's time to draw 
your attention to the Stroke meter. It is 
here that the power and accuracy of the 
shot is determined. Press the shot but¬ 
ton once to stop the meter as it rises 
and falls between 0-100% power, 
then press it again to stop it on the 
accuracy point - a spot marked 
underneath 0% - to ensure your 
ball flies long and straight. C'est 
tres simple, no! 


11 


MPH 


KING OF CLUBS 

Also crammed into this amazing little cart is an 
invisible caddy who, rather annoyingly, selects 
what he believes to be the most appropriate club 
for any given situation. Generally speaking, the 
caddy is a pretty sharp fellow and chooses just 
the right one each time. However, if you are feel¬ 
ing slightly adventurous or would just 
prefer to try and putt your way up the 
fairway for a laff, it is possible to 
change to the club of your own 
choice by pressing D Pad up and 
down to cycle through the selec¬ 
tion. Go on, live a little. 


TRUE LIES 

The ball lands in five conceiv¬ 
able areas - six if you count 
Out Of Bounds. They are... 

THE FAIRWAY: Here is the ideal 
place for the ball to lie. Perhaps the 
only slight impediment is where the 
ball is lying in a depression, in which case the distance afforded by 
your chosen club is slightly reduced. 

THE GREEN: Where all you need do is judge the topology of the 
green correctly. Putters are the only clubs allowed meaning the 
wind is no longer a factor. 

THE ROUGH: The horrid patch of scruffy grass to the side of the 
fairway. Things could be worse though, and all the rough really 
does is reduce the distance the ball travels on the next shot. 

THE HEAVY ROUGH: In the heavy rough is a sorry place to be - 
best try and chip it back onto the fairway and not try anything too 
heroic. Avoid using the Draw and Fade meter. 

THE SAND: Makes the heavy rough seem like a pleasant stroll in 
the park. It's nigh-on impossible to play an accurate or lengthy 
shot out of a bunker. Safest bet is to use the sand wedge, although 
you may want to risk using a one or two iron to try and get a bit of 
much-needed distance. 


Games like this are damn near 
perfect for the Game Boy. 
There's plenty of room for skill 
and judgment but no fast 
action, blurry graphics to spoil 
the enjoyment. Yes, PGA Euro 
Tour is a fine golfing game 
indeed, and it is hats off to the 
programmers for cramming in 
so many features and, blimey, 
four full-sized PGA courses. It 
might not score highly in the 
adrenaline-pumping, high 
excitement stakes, but what 
golf game ever does. Slip on a 
comfy pair of slippers and 
watch the hours fly by. 


GRAPHICS 

A Small but clear and very 
functional. The animation 
on the characters is pretty 
smooth too. What little 
there is of it. 


SOUND 

▼ Absolutely dire. Why 
they bothered trying to 
write a tune for this is one 
of life's great mysteries. 
Thankfully it's turn offable. 
Do it. 


PLAYABILITY 


A Very easy to get to grips 
with - especially if you're 
familiar with the PGA style. 


LASTABILITY 


A Four full sized courses, 
a variety of characters to 
play as and a two-player 
mode. Get the picture? 




OVERALL 


Perhaps more 

to the /WJ) 

"older gamer" 
due to the nature 
of the sport, but a 
great golf title all the same. 

Probably the best one available on 
the Game Boy. Get your dad to buy 
it for you. For himself, even! 
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REVIEW ! 


I t seems the toughest games around fea¬ 
ture girls as their heroes. First we had 
Samus Aran in Metroid, then Secret of 
Mana introduced us to a 'very gentle, but 



strong-willed young lady' who becomes your 
ally. Now it's time to get acquainted with 
Lady, star of Taito's extravagant but hard 
fought adventure, who's so phenomenally 
talented we just had to introduce you... 


Until recently Climax, the production team behind 
Lady Stalker, were big stars in Japanese games 
magazines. Their work is so popular that a spe¬ 
cial column was dedicated to them in the weekly 
'Famicom Tsushin' magazine, which monitored 
behind the scenes developments of their new 
games. One which aroused special interest was a 
Super NES title, that is now Lady Stalker. 


LADY 


CART SPEC 

• BY: TAITO 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPt ADVENTURE 

• CART SIZE: 20 MEG 


This interest is all due to Climax's charming 
and inventive treatmertt of the 3-D, isomet- 
rically-viewed adventure worlds pioneered 
by Rare in the early eighties. In Lady Stalker 
this style of game is expanded to fantastic 
proportions, with so many tasks to complete 
involving puzzles solved and battles fought, 

confronting bizarre 
enemies in even 

; stranger situations. 

Allow us to show 
you why we think 
Lady Stalker ought 
to be release.d 
Over here. 


GAME FEATURES 

• NO. OF PLAYERS: 7 

• HEAD TO HEAD No 

• BATTERY BACKUP: Yes 

• CONTINUES Infinite 

• OPTIONS Mono or stereo 


GAME INFO 

• GAME ORIGIN: Climax pro¬ 
duced *Land Stalker’ for Sega’ 
Megadrive 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Have pho¬ 
tograph taken in village 

• ALTERNATIVES: Zelda III, 
Secret of Mana, Illusion of 
Time, Mystic Quest 


GAME CONTROL 

• CONTROLLER Joypad 

• RESPONSIVENESS: Strange 

Command/Open 

VrV window 


Attack/Power-up 


Dash/Cancel command 


Y ) Nothing 


L: Block/Protect 
R. Block/Protect 


Start: Pause 
Select Nothing 


GAME CREDITS 

• DEVELOPED BY CLIMAX 

• DISTRIBUTED BY: TAITO 

• MADE IN JAPAN 

• ARTWORK: c TAITO 1995 
















BIRD IN A GILDED CAGE 

Lady's background as a character is that she has a 
reputation for travelling, but is prone to leaving a 
wake of destruction. It's nothing deliberate, it's 
just that, given the number of techniques at her 
disposal, there's bound to be some mishaps 
somewhere along the line. 


REVIEW 



When walking around, a shrewd Lady is often likely to uncover 
secret passages leading to hidden treasures. Advice from a friend 
encourages her to chance running in order to leap small gaps, mak¬ 
ing possible the discovery of yet more useful items and locations. 

Confrontations with unfriendly, woodland sorts is dealt with by 
Lady's tremendous fighting skills - with a little help from player 
hand-eye co-ordination of course. The more battles Lady survives, 
the greater her skill becomes, affecting both her power and stamina. 
In a moment's respite in particularly heavy ordeals, Lady can charge 
her weapon arm for an almighty swip^or kick as the case may be. 

» 

Manipulating the world around Lady involves more than just batting 
her eye-lids, however powerful an effect this may have on some forlorn 
heart. Hoisting artifacts above her head and placing them in appropri¬ 
ate positions enables her explorations to continue where ledges appear 
too high or the way ahead becomes treacherous underfoot. 

By talking to strangers, paying no mind to what her father taught 
her, Lady is rewarded by some tasty pieces of knowledge that point 
her in the right direction on her 'stalk' of her father's province. 

Often a character requires Lady to perform a certain task, for which 
she is rewarded upon her safe return. 

LOVELIER THAN EVER 

A smali dagger provides Lady all the protection she needs as she 
embarks on her quest. As you might expect, it isn't long before she 
requires the service of more effective weaponry such as a cattle 
whip. Less predictable is that high-heeled, knee-length boots fit 
under this category also. They're great for kicking where it hurts, 
didn't you know! 


Lady Stalker is best pictured as 
a giant 3-D model loaded with 
f tricks and surprises, all trig¬ 
gered by a versatile main char- 
^ acter. Practically everything Lady 

puts her hand to generates 
* results as players direct her 

from one set piece to another, 
trying people for clues or 
manipulating scenery to make 
l If f subtle but very significant 

** changes. At first the interface is 

unfriendly, Climax's Diamond Dimension' sys¬ 
tem takes a while getting used to and the direc¬ 
tional control is odd. Once this new perspective is 
accepted though, the game's secrets are gradually 
peeled away, with each new layer proving there is 
so much more to Lady Stalker than first meets the 
eye. Most of the time is spent exploring and finding 
things out for yourself, but there are many enter¬ 
taining routines built into the adventure which help 
explain the story, where it's possible to sit back and 
appreciate Climax's dedication to small detail and 
wit. It's just a shame Lady Stalker is unlikely to be 
released as an English translation, as all the text is 
Japanese so it is sometimes to difficult to under¬ 
stand what is required. The only fault with the 
game are the early battle scenes, where the dra¬ 
matic music cuts in each time the slightest creature 
challenges Lady. It just makes things feel disjointed 
and slightly ridiculous. But that's it, otherwise we 
just had to let you know what a great game this is. 
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(TOP RIGHT) Talk to the lock-keeper 
or the doors remain closed. Often 
Lady is required to perform a specific 
task before she is allowed the right 
of passage. 


(MIDDLE) It's all in Japanese of 
course , but you can bet these poor 
children have something to say 
about who Lady should be kicking 
next! Scum - whoever they are! 


(ABOVE) As with every new skill Lady adoptsthere is 
more to carrying blocks than using them to make steps. 
Here she uses the weight of this stone m trigger the catch 
on an ominous-looking door. ™ 


(BOTTOM RIGHT) After she has 
learned how to run Lady can knock 
smaller opponents flying by charging 
into them. These gnomes tend to fall 
over of their own accord anyway. 


(BELOW) Don't like the look of him - or that drop! Eek! ( 


DOMESTIC ALLIANCES 

She'd prefer to go it alone, but Lady is thankful 
for the help of two orderlies who cast a watchful 
eye over her progress. When the going gets espe 
dally tough, where a swift stiletto to the groin is 
futile, Cocks and Yoshio step in to unleash their 
ferocious magic. 

Yoshio, gives the appearance of a lowly garden- 
hand but is, in fact, an all-powerful magicic^ 
Count on him to cast devastating spells into the 
midst of a battle, or protect with 
mystic auras. 

Cocks, a chef whose carving 
knife whose arcane powers 
are no match for Yoshio's fl 
but his carving knife is equal 
to Lady's mightiest sword. 
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THE MISSION 

No soup here, sorry. Salvation is all the priests in 
this game have on offer; from poisoning, curses - 
even DEATH. Priests are also great people to visit 
for getting saved, and there are up to six slots in 
which to record Lady's progress on the battery 
back-up, leaving plenty of room for mistakes. 


STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 


GRAPHICS 


A Great presentation ^ 

draws you in, and the level | 

of detail sustained through- 
out the game is astonishing. 

It's as though the actions is 
taking place in a 3-D model theatre. 
▼ Very rigid and 'dry' looking. 


(LEFT) Metal blocks rock back and forth 
between these battlements. This early 
obstacle is intended to get players used 
to control in the 'Diamond Dimension.' 


SOUND 


A Music alternates / m 

between the pretty and ,1 

dark, or 'moody'. Great A 

orchestral sounds. 

▼ Battle scenes are 
annoying because of the way such dra¬ 
matic music cuts in so disjointedly. 


PLAYABILITY 


A Always problems for ^ 

Lady to consider as all C , 

steps taken have some mjU I 

purpose. A constant action/ 

reward series of events 

keeps the game running along smoothly, 

so it is never boring. 


LASTABILITY 


The UK market is fairly well 
represented I think, so I'm usu- 
ally happy to accept what's 
given. However I would like to 
think that somebody some- 
where is hoping to take Lady 
Stalker seriously enough so that 
W ^ isn't just the Japanese who 

benefit from its charm. There is 
a language problem here, and 
J personally I can't get along with 
something where progress 
almost becomes the result of great psychic feats. 

On the other hand, playing Lady Stalker is so much 
like messing with a cool toy, it's difficult to put 
down. Just as things seem like they're getting bor¬ 
ing, Climax throw in another great surprise or neat 
little feature and off you go again. If you've 
already had your fill of the splendid Illusion of 
Time and Secret of Mana adventures, you may 
want to seriously consider hunting down a copy of 
Lady Stalker, just to get a feel for the kind of thing 
the UK so often misses. 


▲ Every area takes time to 
work through. There are 
cases where situations <3 
could be handled better 
using hindsight. A pleasure 
to work through more than once. 


▼ The general route is preordained. 


OVERALL 


A tasty, good- 
looking game that 
is more than just 
a pretty face. 

Sadly Lady Stalker 
is difficult to understand and almost 
impossible to obtain, in both cases 
because it is exclusively Japanese. 
























CART SPEC 

• BY: NINTENDO 

• PRICE: TBA 

• RELEASE: JUNE 

• GAME TYPE: SPORTS SIM 

• CART SIZE: 8 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 7/2 

• HEAD TO HEAD Yes 

• BATTERY BACKUP No 

• CONTINUES: N/A 

• OPTIONS Sporty options. 


GAME INFO 

• GAME ORIGIN: What 
balderdash is this? Cricket of 
course. 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: 

• ALTERNATIVES: ESPN 
Baseball, International 
Superstar Soccer, Smash 
Tennis 



cvci/wnere. Sausages down 
peoples' backs; drinks on the 
floor. Terrible. 


I t is an exquisite Sunday afternoon in the parish of 
Widdleswold. The village green is in perfect condition 
and the cucumber sandwiches have long since been 
prepared by the Housewives Association. The scent of 
freshly cut grass mingles delicately with the aroma of 
varnished willow that hangs lazily about the club house. 
A breeze wafts it along Codsley Lane, past the post office 
and tea shop, and out into the meadow... 

Ah! Here comes the Vicar donning his white jacket. He's 
the umpire for today's match. He stands proudly behind 
the wicket and directs the opening batsman to Middle 
and lea 7 . Ahhh cricket! Such a decent civilised game. A 
game for gentlemen. 

Right, let's see who's up 
to bowl. It looks like 
some West Indian chap¬ 
pie. He certainly is tak¬ 
ing an enormous run 
up... That was a mighty 
fast delivery! What no! 

The batsman's teeth 
have gone flying every¬ 
where! Oh well, 
time for tea! 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Good 


Shield with bat/ throw 

Swing like crazy 
Swing like mad 

Hit that ball! 


X 

® 

O 

0 




L Nothing 
R: Nothing 

Start: Starts/pauses 
Select: Nothing 


GAME CREDITS 

• DEVELOPED BY: BEAM 

• DISTRIBUTED BY: NINTENDO 

• MADE IN: BRITAIN 

• ARTWORK. N/A 



TAKE THE FIELD 


The field positions should be organised before the bowler 
begins his over. A whole variety of factors need to be con¬ 
sidered. Are you using a spin or fast bowler? Is the bats¬ 
man left or right handed? How good is the bowler and 
how good is the batsman? Once you've figured this out 
there are preset fielding positions to choose from like 
agressive, attacking, normal, safe and defensive. There is 
also a custom option which enables you to create your own 
field settings. You might for example want to put in an 
extra slip if your bowler is good at out-swingers. 









































REVIEW 







(ABOVE) OW ZAT! Izzy out zen or wot? 


IN TO BAT 

Everyone likes to have a good slog when 
they're batting, but in an environment 
where a miss often means you're out, a 
good degree of caution is necessary. 
Batsmen are able to play a defensive block 
which is intended simply to protect the 
wicket, strokes to the off and leg side, and 

a full out - 

slog. EE i 

Deciding tf * 

which to do -J— / —L 

obviously 

depends on 

what the 

bowler is e » 

trying - £ - 

to do. __ 


(ABOVE) Jolly fine example of the old 'defensive 
block' there for you. Old chap. 


(ABOVE) By lingo he gave that one a fair 
crack! That's six runs to the lads in white. 


_ 


• • 







^SpMMENT 

I'm gonna 
start by 
saying if 

_ ^ ~ you're 

someone 
who finds 
cricket 
incredibly 
boring you 
will 

inevitably 
find this 
game very boring. It tries to 
remain faithful to the char¬ 
acter of the sport which 
means that it moves at a 
slow pace and involves a lot 
of stopping and starting. It 
stands to reason then that if 
you're not into the game 
you won't be into the game. 
But what makes Super 
International Cricket gen¬ 
uinely fun to play is the fact 
that it realises its appeal is 
essentially selective and so 
doesn't try to get too jazzy. 
Much better in two-player, it 
has a definite addictive 
quality that owes much to 
the subtlety of the game- 
play. Getting used to work¬ 
ing spin on the ball or tot¬ 
ting up a good batting score 
takes a bit of time. There 
are plenty of options 
designed to suit the cricket 
officionado like the ability 
to arrange the field to suit 
the attributes of a particular 
bowler. Perhaps the only 
element to let the game 
down a bit is the poor ani¬ 
mation and mediocre 
graphics which strip it of 
some of its atmosphere. 

That said, those who come 
alive to the sound of 
leather on willow will 
not be disappointed. 
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The very 
thought of 
video- 


(ABOVE) The 
long arm of the 
law! 


Well, as 

Rob so ably points out. 
Super International Cricket 
is far from being a terrible 
console game. In fact It 
brings back memories of 
the huge tournaments John 
Madden's football games 
used to encourage. As 
nobody seems to appreci¬ 
ate baseball games over 
here, console cricket is the 
next best thing to develop¬ 
ing a skill for accurate bat¬ 
ting and skillful manage¬ 
ment of fielders. It isn't just 
a case of pressing buttons 
and hoping for the best 
either, as complete control 
is given over batsmen, 
bowlers and fielders alike. 
Whoever has the ball in 
their posession has a 
choice of around four 
courses of action. Batsmen, 
meanwhile, are finely 
tuned to play a very strate¬ 
gic game. Happily, the only 
Super NES cricket game 
avaliable is a great one. 


THE GREAT 
EIGHT 

Globally speaking cricket isn't a vastly pop 
ular game. There are eight international 
teams to choose from in all. The whipping 
boys are Sri Lanka but generally the stan¬ 
dard is faily even. The West Indies have 
some awesome bowlers, the English have 
quite an impressive batting team and the 
Australians are good all-rounders. 


CHOOSE YOUR 
PLAYER 


TAILS 


CHOOSE YOUR TEAM PLAYER 


> Da? - f* *♦*♦«**#' 


RonrnFTgrr mmmm . 


* AUSTRALIA 


mm 


ENGLAND 


(ABOVE) 

Nice 

stats 

feller! 


izeWND 


H A FRIC A 


BOWLED OVER 


Tradition has it that cricket 
players either specialise in 
batting or bowling. If they're 
brilliant at one they're nor¬ 
mally bad at the other. All- 
rounders like Viv Richards and 
Ian Botham are obviously the 
exception. You can pick any¬ 
one to bowl but it's best to 
choose from those further 
down the team order because 
the tail-end batsman are usu¬ 
ally the best bowlers. With 
spin bowlers, developing a 
good technique with after¬ 
touch on the ball is essential. 
Getting the ball to cut in or 
out works to fool the batsman 
into attempting shots which he 
might miss or which might get 
a fine edge and end up in the 
hands of the wicket keeper or 
slips. With fast bowlers you 
can't get as much movement 
in the ball but swerves, york- 
ers, beamers and bouncers 
are all possible. 






CHOOSE YOUR TEAM PLAYER 1 


(LEFT) You don't get much past the 
umpire in this game. What looked 
like a perfectly decent ball is imme¬ 
diately ruled out. Grr! 


(NMS) 74 






























BOWL AND BAT STATS 

Cricket inherently involves more than a fair share of statistics and Super International Cricket 
makes sure they're all included. A bowlers performance is generally measured by how many 
wickets he's taken, whether he's got any maiden overs and how many runs have been scored off 
him. The batting teams scores come up on the score card. The amount of extras accumilated is 
also registered. If a batsman scores a duck the little fella walks sulkily across the bottom of the 
screen. 


BATSMAN TS OUT 


N . SEXTO 


C . M.MIAN 


HOWZAT! 

Smashing the wickets or catching the ball 
aren't the only ways to get a batsman out. If 
a bowler thinks that the batsman has been 
caught LBW (Leg Before Wicket) he has the 
chance to appeal. It is important to remem¬ 
ber that the umpire requires an appeal in 
order to declare a batsman out, so scream 
'howzat!' whenever there's even a vague 
hint of LBW. 


LASTABIUTY 


▲Lots of skills to acquire, 
tournaments to play in and 
of course the long lasting 
two-player element. 


(ABOVE) A rather spirited chap questions the ball 
in play. 'Owzat Sir!' Yes , indeed. 


PLAYABILITY 

A It takes a bit of time to 
get into but the game 
strategy and flexibility 
give it a more realistic feel 
that has quite an addictive 
quality. 


OVERALL 

A pretty successful 
attempt to convey 
what is genuinely 
exciting (if indeed 
that is the word) 
about cricket. Plenty of options and 
depth to satisfy the more ardent fan 
of the sport and of course, 
a two-player option. 


(ABOVE) Splutter. Oh, s'cuse me but did you see that! 
Sorry about your coat. Erm, look I'll wipe it off. 


II 


(ABOVE) Is he out or what? Or is he in? Ere , pass us 
one of those sandwiches Cyril. Cheers mate. Hmm! D'ja 
Mum make 'em , they're nice... 






_ 




S. HfcH>LIL 


Right Handed 
Fast Bowl er 


Battin-g : 
Bowl i no : 


Fielding! 


Rurirnno: 


NEW BOWLER 


REVIEW 

niMl 


GRAPHICS 

A The photo stills are 
nicely rendered but... 

▼ ...most of the graphics 
are a bit scruffy. 


SOUND 

A The voices are well 
reproduced - the umpire 
has a jolly decent British V W 

accent! —- 

▼ More sound effects 
might have succeeded in enhancing the 
atmosphere. 


































































CART SPEC 

• BY CAPCOM 

• PRICE: TBA 

• RELEASE: TBA 

% GAME TYPE: PLATFORM 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: Password 

• OPTIONS Mono or Stereo 


GAME INFO 

• GAME ORIGIN . Seventh in 
the Rockman saga, although 
there are 13 altogether in the 
entire Rockman series across 
all Nintendo formats 

• GAME DIFFICULTY: Medium 
% ALTERNATIVES. Every Mega 
Man game since Mega Man 2 
- where he gained the ability 
to slide 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Sharp 

No Function 
® No Function 
Jump / Slide 

(Y) Shoot / Call Rush 


L Select weapon 
R Select weapon 


Star Starts/pauses 
Select No function 


GAME CREDITS 

• DEVELOPED B\ CAPCOM 

• DISTRIBUTED BY. TBA 

• MADE II JAPAN 

• ARTWORK c tggs CAPCOM 



A new Mega Man adventure is ate 
for them just as surely as Mectm 
Modifications bestowed uponMSi 
faction-packed platform heronem < 
so extensive the Super NES just mm 

W here the X series chronicles the 
early stages of Mega Man's 
'career' as a reploid crime- 
fighter, Mega Man 7 is the latest 
installment of events occurring after 
the defeat of renegade reploid. 

Sigma. This marks the debut of cyber¬ 
canine Rush on the Super NES, 
accompanying the return of time- 
honoured Mega Man fighting tech¬ 
niques and, inevitably, the dreaded 
Dr Wily! Of course the big difference 
this time around is 16-bit quality 
audio and visuals, allowing Rush to 
assist his master in better ways than 
before and Mega Man himself to 
perform more incredible feats 
because of this. 

With Dr Wily fresh out of prison - 
albeit prematurely - players 
require all the high-tech heroics 
they can muster to bring this 
moustachioed-meddler to justice 
once more. With ten stages of 
Wily's trickery to overcome, this 
isn't such a welcome prospect! 


R.U.S.H. 

Don't try this one at home, kids! Rush is the mecha-mutt that has 
accompanied Mega Man since the fourth adventure. Rather than 
'go fetch' everything as you might expect Rush expects his master 
to retrieve anything he considers important himself, but is pro¬ 
grammed to help him get there. Initially Rush presents himself as 
a springboard from which Mega Man bounces to attain higher 
reaches. Additional circuits built into Rush transform him into a jet 
ski (ridden like a skateboard and used to cross bottomless pits in 
safety) and a hunting dog, complete with an extra sensitive nose 
to seek buried treasure or detect air blowing from a secret pas¬ 
sageway. However these extra modes are only activated once the 
correct keys are found, which are represented as icons hidden 
within the first four levels. They're not hard to find. 


it in the Nintendo cah 
^ new crack at work 
each new NES advent 
only this time his 


i 



(ABOVE) Most places Rush searches 
reveal something. Though it's not 
always as useful as this 'Exit' icon. 


i SPRING DOG! 



































Nearly all Dr Wily's 
mechanoids contain power 
ups that either boost Mega 
Man's health or replenish the 
power of a weapon. Luckily 
other parts of their innards are 
now considered valuable, and 
are valid currency at the 
super-power supermarket. 
Here bolts of varying size are 
traded for items such as extra 
lives and energy containers. 
Should Mega Man return a 
vital part of the shopkeeper's 
memory bank, the list is 
extended to include weapons 
power-ups and rocket booster. 
Where exactly this is hidden, 
we're not telling! 


"S BACK 
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R.U.S.H. T.O.O. 

Many of the power-ups spied tucked away in 
corners are useful, but their effects are short 
lived. Sometimes obtaining a health-restoration 
capsule is more trouble than it's worth. Four 
very significant items are contained within the 
first four accessible stages, namely the initials R, 
U, S and H. Collect them all and an extra-spe¬ 
cial power is awarded Mega Man, allowing him 
to merge with Rush the wonder dog. Once this 
happens Mega Man has the ability to fly by 
means of cool-looking dual rockets, and punch 
mechanoids out of action from a distance with 
his projectile forearm. Upgrades for both special 
powers are available from the super-power 
super store. 


Weapons gleaned from defeated Boss 
mechanoids are noticeably more effective 
against other Bosses than in the X series. As 
usual there is a set order in which to defeat all 
the bosses, and it's up to you to carefully select 
the best route. As the tone of Mega Man 7 is 
more humourous than in X and X2 however, the 
effects of each weapon when used against the 
correct party is more slapstick - Spring Man and 
Junk Man burst apart in shock; Slash Man is 
encased in... well that would be telling! Without 
giving too much away it's best to challenge 
Burst Man first, leaving Freeze Man until last. 


(ABOVE) The three stages of Mega Man's transformation into 
his Rush 'Suit Adapt.' The new suit's energy never depletes, 
allowing Mega Man to call upon its power any time he likes. 


(RIGHT) Mini-bosses 
appear at regular 
intervals, in some 
cases presenting as 
many problems as 
their mastersf 


THOSE SPRINGS! 


ROCHET PUNCH! 


A I'm on a Mega Man high at the 
^ ™ A moment, what with the breath- 

^ § taking X2 and now this! As tar 

0 as I'm concerned the little blue 

Jk ^ M f guy can do no wrong, so, 

» though number 7 falls just short 

I * A of being the graphic spectacular 
I I hoped for, it exceeds what I 
■ expected in every other area. As 
the characters are softer in 
> appearance and the puzzles 

aren't quite so infuriating it 
seems MM 7 is aimed at a slightly younger audi¬ 
ence. Nonetheless there are some surprises in 
store for players who take the proceedings too 
casually, expecting everything to fall neatly into 
place without too much thought. What I like most 
about the Mega Man series is that weapons and 
special abilities are carefully chosen to construct a 
more interesting game; they're never just included 
for decoration. This approach is ably represented in 
MM 7, where players are required to think along 
the lines of 'what, why and how' practically all the 
time to get the most out of the game. Finding all 
four RUSH initials is a great help, but it's still possi¬ 
ble to miss them and, therefore, miss out big time 
on some of the most exciting aspects of the game 
play. Though I've played right through to the end 
there are things I know I've missed and I desper¬ 
ately want to find them. Apart from the Boss char¬ 
acters being quite easy to beat, the non-stop action 
and the interest it contains, plus immaculate pre¬ 
sentation makes Mega Man 7 one of the better 
games on the Super NES. 


VAMPIRE MAN!! 


(ABOVE) He may 
look cool here, but 
Mega Man won't 
beat Cloud Man 
this way! 


BURST MAN!! 


(LEFT) When 
Motor Man trans¬ 
forms into this 
Dragster, Mega 
Man has to rely on 
perfect timing to 
avoid being hit! 
























































(ABOVE) Oo! Hah-hahl 
Leggol Oh stop! STOP IT! 


(ABOVE) Junk Man's shield is most effective against Freeze Man, 
only don't move Mega Man in too close! 


PL. % ' * 


(ABOVE) Activating his magnetic field. Junk Man gathers a lump 
of metal the size of his body and throws it at Mega Man! 


FREEZE MAN!! 


4 \ > 


(ABOVE) Here's how Mega Man receives the power of 
each boss once they've been defeated. 


BOSSES ARE KIDS STUFF! 

After marvelling at the ingenuity of Capcom's 
design team for Mega Man 7, you might be in 
for a shock. This is because many of the bosses 
are the work of young games players, who 
entered a competition launched in the US and 
Japan. Of course some modifications were in 
order, but the general concepts remained the 
same. Here, take a look for yourself if you don't 
believe us! 


(ABOVE) Without the aid of this Ostrich-type mech, Mega Man 
may as well bury his head in the ground and give up the chase. 








I 9 j 1 fi Wi Mega Man 7 isn't bad 
f y ? but I just didn't enjoy 
w / it as much as the X 
M series. The graphics 
~/ are cuter and the 
^ f ^ gameplay is just as 

^ rewarding but Mega 

Man 7 still lacks that 
A v vital ingredient that 
made it's Super NES 
predecessors such 
fun. You can't put this 
down to anything in particular but the 
fact that Capcom designed the game for 
younger players probably had something 
to do with it. If you've plenty of cash and 
enjoy platform games then give it a go 
but don't expect it to blow your socks off. 




REVIEW 


SOUND 


▲ Generally excellent . . 

stage music, and zingy / 

'SPANG-TWANG-SHING' X# ILP 
sound effects aired at 
every available opportunity. 

▼ Sometimes the music is too sickly sweet 


PLAYABILITY 


▲ Totally compelling and 
totally great fun! It's 
always rewarding to find 

Mega Man has the right L - 

weapon to perform a spe¬ 
cific task - often leading to the discovery 
of secrets. The thrill is in the chase. 

▼ Some slowdown and the wimpy bosses. 


OVERALL 


Improved mecha- 
technology on an 
improved machine 
brings fresh 


88 


excitement to an 

unbeatable formula. In other words: 
it's great! 


GRAPHICS 

▲ Brilliantly stylised, 
brightly coloured and 
dynamically animated. 

Shows that the Super NES 
still rules when 16 -bit 
graphical splendour is called for. Ditch 
that other console! 
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WOODEN ACTORS BROUGHT TO LIFE fJE 
THROUGH DIGITISED TECHNOLOGY! 1 WA 


KRIPES! UNHEARD OF LEVELS OF GOSSIP-BASED FESTIVITIES CAN MEAN ONLY THING. 
THERE'S JACK ALL ELSE TO FILL THE MAG! ACTUALLY THAT WAS A LIE. THERE IS IN FACT 
SO MANY TOP TALES FROM THE GAMING WORLD THAT / JUST HAD TO HAVE EVEN 
MORE PAGES. SO THERE. 


(ABOVE) New guy Sawada launches some strange kick 
attack on the scrawny Bison. Could this be Capcom's first 
Street Fighter tragedy? Find out next month. 


THEY JUST KEEP COMING! 

With the latest Neo Geo game 
Fatal Fury 3 doing good business in 
the London arcades it's prompted 
SNK into releasing even more fight 
ing games over the upcoming 
months. First up is Savage Reign, an 
interesting combat coin-op with very 
large sprites that scale in a similar 
fashion to Art of Fighting. You can 
select a fighter from ten hardnuts a 
each one comes armed with a 
weapon which they can use to launch 
their trademark special attacks. A 
new feature is the ability to interact 
with the surrounding scenery and a swift push of the D-button will send your fighter 
leaping onto a nearby platform or swinging from the ceiling! This one's already out 
in London so expect it in your local arcade sometime in June. 

Another game on the horizon is ADK's World Heroes Perfect but details are scarce. 
More information and the first pics are a possibility for next issue. 


subject of Street Fighter, I 
thought I'd mention a smart new video just 
released by Capcom in Japan. Entitled Street 
Fighter History it chronicles the steady rise to 

of the SF coin-ops from it's humble begin- 
Super Turbo version released last year, 
have a copy shortly so look out for 
some pictures next month. 

FIGHTING ON THE BOX 

Already on its third episode in Japan is the 
new Street Fighter V animated television series. 
This top anime series isn't as high quality as the 
recent animated movie but it's still very impres¬ 
sive. The story revolves around the friendship 
between Ryu and Ken and their quest to scrap 
with top hard blokes around the world! In the first 
episode they both start a fight in a downtown bar 
when they stumble into Guile! Ryu gets beaten 
senseless and Ken gets similar treatment in 
episode two when he sneaks into Guile's airforce 
base to exact revenge! More details, and the first 
decent pictures, one month from now. 
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NOT ANOTHER CROCK! 

By the time you're reading this page the tragic celluloid travesty 
known as Street Fighter the Movie will be turning the stomachs of 
fight fans nationwide. Just to punish us further Capcom are releasing 
the arcade version of Street Fighter the Movie and first impressions 
are a bit disappointing. 

Capcom have digitised the actors and backgrounds from the film 
and added suspect texture-mapping and effects just like the Mortal 
Kombat games. The programmers have taken all of the moves and 
special attacks from Super Street Fighter II Turbo and added 50 all- 
new sure-killing techniques to power up the action. You can choose 
from fourteen of the film's most popular characters including Guile, 
Chun Li and Ken and two new fighters Sawada and Blade. You can 
also play as Akuma even though he wasn't in the film! However we 
were all most depressed to discover that they've left out the hilari¬ 
ous Blanka! I wonder why? 

In true gossip tradition, expect regular updates and I'll get a 
chance to play it next month so you'll know for sure whether SF 
the Movie game cuts the mustard. 

















THE LEGEND GROWS STRONGER 

The biggest Squaresoft news this month has to be the first glimpse of the sequel to 
Secret of Mana! The Legend of the Holy Sword 3 as it's known in Japan has just 
been revealed to journalists and looks like it could even top Chrono Trigger for the 
title of greatest RPG in existence! This 


SEVERAL HAPPY EVER AFTERS 

I'm already halfway through my fourth attempt at completing 
Chrono Trigger and I've got to do it five more times after that 
because those crafty programmers at Square have gone and given 
the game nine different endings! This is obviously more difficult 
than usual because it's in Japanese but I'm hoping to have done it 
by next month. If we've got space I'll print some pictures. To keep 
you happy until then here's a sneak peek at one of the final alien 
bosses! 


MISSION POSTPONED 

Most of Squaresoft's eagerly awaited software has been delayed 
over in the States due to the immense task involved in translating 
them into English! Secret of Evermore has been put back to 
November and Front Mission won't be seen until next year! Most of 
Squaresoft's time is being spent on the truly outstanding Chrono 
Trigger that is now scheduled for September and there's still no 
indication as to a future UK release so don't hold your breath. 


CAN THEY DO IT WITH DO? 

Imagineer, those pioneers of all that's boring on the Super 
Nintendo have decided to release another ancient Universal coin¬ 
op from the early eighties. After the dire Galaxy Wars we can now 
look forward to the classic Mr Do! which is due for a June release 
in Japan. The cart is a lowly 2 meg and looks closer to the crumbly 
Colecovision version than the coin-op but will probably prove to be 
immensely enjoyable all the same. You control the clown character 
Mr Do! who must dig through each level collecting all the cherries 
that are buried in the brightly coloured rock. This would be an easy 
task where it not for the hordes of monsters and ghosts that con¬ 
stantly roam the tunnels searching for tasty clown flesh! Mr Do! can 
fight back with his magic ball which when fired bounces through 
the tunnels and destroys enemies on contact. Also buried in the 

rock are several large 

■ I apples which Mr Do! 

jl can use to crush any 
[■8I creatures foolish 

enough to follow. 

If Mr Do! can repeat the 
MM success it had thirteen 

MM years ago then maybe 

M Imagineer will release 

other clown classics like 
the incredibly addictive 
Mr Do's Castle and Do 

MM Run Run! 


(ABOVE) The weary band of time travellers must face three alien bosses one 
after another to be able to change the future! These aliens have powerful 
magic and a lot of hit points so make sure you're well stocked with life and 
magic replenishing items before you challenge them. 


BIG FIGHT IN FUN LAND SHOCKER! 

The Funland Club organised another recent coin-op contest for 
it's members during April. Top players were invited to battle it out 
on SNK's top combat coin cruncher King of Fighters '94 with plenty 
of prizes up for grabs. The tournament winner Mark Troi took the 
USA team of Heavy D, Brian Battler and Lucky Glauber to victory 
stomping all challengers and generally being quite hard. As with 
previous competitions all the games were free and if you reckon 
you could compete with the best then keep your eyes open for 
future contests on all the decent forthcoming fighting games. 
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A CHANCE TO WIN SOME 
MOTHRA MALARKEYU 


With all of this Godzilla excitement I thought it would be only fair to let ten 
lucky readers poach a copy of either Godzilla Vs King Ghidora or Godzilla 
Vs Mothra. All you have to do is tell me why your ma looks like Godzilla in 
no more than fifteen words. Send the entries to Gary's Godzilla Gossip at 
the usual address and don't forget to say which video you're after. 




K-y-i 
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MONSTER MOVIES ARE GREAT! 

AREN’T THEY? 

Those classic monster movies from the '50's were 
really fab. Not because they were any good - it's 
because they were really bad! It only makes sense if 
you are one of those people who really enjoyed the 
rubber-suited shenanigans I suppose. Anyway, cour¬ 
tesy of Manga, you can now enjoy those moments 
once more with the return of Godzilla, the greatest 
latex lizard ever spawned! Having returned from the 
grave in 1989, Godzilla is enjoying a revival in 
Japanese cinema's with a new film being released 
each year with more spectacular effects and battles 
that just keep getting better! Want more details on 
each film? Of course you do! 

GODZILLA - 1989 The first film was in fact a remake of 
the original Godzilla movie from eons ago. Lacks the 
excitement of the later films due to no major opponents to 
scrap with but still lots of fun. Scores quite low on the 
cheese-ometer. 

GODZILLA VS BIOLANTE - 1990 The second 

epic was the one that really kick-started the new Godzilla 
to blockbuster potential. Fans flocked to see the rubber 
rogue battle against the alien plant creature Biolante. A 
creature spawned from an experiment involving plant 
matter and the radioactive cells of Godzilla! Plenty of 
titanic duffings with Biolante using biting tentacles and 
acid spit against our lovable lizard in the final sequence! 

Ultra stilton for sure! 

GODZILLA VS KING GHIDORA - 799? The 

three headed space dragon Ghidora is used by aliens 
to destroy Earth! Godzilla defeats the King, tearing off 
one of it's heads in the process, only to have aliens 
rebuild it as Mecha King Ghidora! This is the first of 
Manga's Godzilla releases and scores very highly on 
the cheese-ometer. 

GODZILLA VS MOTHRA- 1992 The second of 

Manga's rubbery releases sees the return of everyone's 
favourite cuddly moth monster Mothra! Godzilla fans wi 
already know Mothra was sent to save Earth to protect it 
from ravaging monsters and after being awoke by a 
giant meteor crashing into the planet has to do just that! 

Besides a rampaging Godzilla, Mothra also has to deal 
with his arch enemy, the dreaded Batra, a scaly moth 
beast with plasma firing eyes! Suffice to say this film will 
more than satisfy your ricotta requirements for years to 
come. 

GODZILLA VS MECHA GODZILLA - 1993 

Things just get better and better when the Japanese government rebuild Mecha 
Godzilla to rid the nation of the menacing Godzilla once and for all. It doesn't 
work mind but there's plenty of top quality biffings between the rather large duo 
and the stiff winged Rodan makes an appearance as well! Godzilla actually dies in 
this film and how he resurrects himself will remain a mystery unless Manga decide 
to snap this one up for a future video release. A cheddary classic if ever there was. 

GODZILLA VS SPACE GODZILLA - 1994 The latest and most surely the 
greatest of the '90's Godzilla movies. This time the Earth is menaced by an alien 
creature who uses Godzilla's cell structure to create a crystal clone! The action is 
intense as the Godzilla clone attacks Japan (again!) using crystals fired into the 
Earth's surface from which it can draw immense power! Godzilla joins forces with 
the planets defence robot M.O.G.E.R.A. and the film's monster mashing sequences 
scale to new heights! 


(LEFT) Don't you think that 
Godzilla has more than a 
passing resemblance to 
youngest one Minet? 

I think so. 
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AND GIANT TURTLES MIGHT FLY! 

Godzilla isn't the only rubbery reptile roaming Japan at the 
moment. Celebrating his 30th anniversary with a brand new film is 
Gamera, the guardian of the universe! Just like Godzilla's 1989 
comeback, Gamera receives the big budget blockbuster treatment 
as he battles to save Japan from the super monster Gyaos! Action 
packed sequences are in abundance as the two super monsters 
battle across Tokyo and out into space because both can fly! It's 
cool, it's cheesy and you won't see it unless you live in Japan or 
you've got a copy like me. Ha, Ha! However you've a chance of 
owning a copy of the forthcoming Gamera games on both the 
Super Nintendo and Game boy if they ever get released over here. 
The Game Boy version is a simple one-on -one beat 'em up but the 
Super Nintendo version by Sammy involves plenty of strategic ele¬ 
ments as you plot your route through Tokyo battling both Gyaos 
and the armed forces! 


w*r 


IT’S BECAUSE YOU'RE TOO VANIA 

Konami will soon be returning to the Super NES with plenty of 
top software during the end of this year. Along with the forthcom¬ 
ing International Soccer Superstar's 2 and a new Twin Bee adven¬ 
ture is the long-awaited crypt classic Castlevania 2! We've been 
lucky enough to get the first ghoulish glimpse of this sure-fire plat¬ 
form smash and it makes the original PC Engine version look pretty 
feeble that's for sure! Belmont must once again face undead hor¬ 
rors in his search for Dracula using his trusty whip and assorted 
throwing weapons to see him through safely. The Super NES pro¬ 
vides plenty of Mode 7 effects throughout the game supported by 
an extremely atmospheric soundtrack, the sort we've come to 
expect from Konami. All that's left is for you to peruse the following 
picture assortment until our hot Castlevania 2 feature appears in 
the 


A ROLE TO PLAY 

With Illusion of Time 
in the UK it proves that we re 
still a long way behind Japan in 
terms of simultaneous release 
of software. With that in mind it 
will probably be several 
decades before we can enjoy 
Enix's latest 32 meg role play¬ 
ing effort entitled Mystic Ark. 
The games exploration and 
fight sequences resemble Enix's 
very own 7th Saga but hopeful¬ 
ly won't be quite as dreary 
especially as the graphics and 
monster design look a lot more 
impressive. Throughout the 
game you'll get the chance to 
recruit followers who stick to 
you like glue giving information 
about the quest and assistance 
during the many battles and 
that's all I know! Here's a pic to 
wet your appetites. 


WHY DON'T YOU KISHIN MY AR.... 

If large robots are your thing then Pioneer's first 
UK manga market will more than satisfy. Kishin Heidan is an ongo¬ 
ing series of tapes featuring the Kishin Corps, a team of special 
armoured robots that protect the Earth from alien invaders. Thrust 
into the action is the young hero Taishi who is given a mysterious 
"black lunch box" by his father! Taishi finds himself being chased by 
the army and the aliens before he teams up 
with the Kishin Corps, for lots of action packed 
mecha malarkey. The animation is top quality 
with highly stylised artwork and imaginative 
designs bringing Kishin Heidan to life. There's 
also plenty of incredible action sequences 
including a terrific battle between Kishin 
"Thunder" and the alien invaders! Volume 1 is 
already available with Volume 2 released in 
June both priced at £12.99. To celebrate this 
momentous occasion I have copies of Volume 1 
along with a Kishin Heidan baseball cap for 10 
lucky readers. To win just put your name and 
address on a postcard to IF I WIN I'M IN FOR 
A GOOD HEIDAN, KISHIN COMP at the 
usual address. 




(ABOVE) The cast and crew of Kishin Heidan wonder¬ 
ing why your reading this and not entering the compo 
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Right , you lot I’m feeling pretty frisky this month. Not that you’d be 
able to read the signs or anything, I’m a fish. No I’m not - 
thought that’d catch you out! But I am feeing frisky. I AM! I 
AM! Of course it’s all Mother Nature’s fault; her and that 
Spring she likes to put about at this time of year. Well, / 
ought to be basking in the sun with some saucy Sea- 
Lion chicks right now, but I’m not. You can see I’m 
not! I’m answering your blubbering letters aren’t I! 
And what are you bating me with this month? 
Flipperin’ Ultra 64 and Kirby again. Change 
your tuna, somebody, please - so I don’t have 
to keep channeling you the same old 
responses. You know, the one thing everyone 
seems to be forgetting about at the moment 
is Virtual Boy and I’ve seen dolphin demos 
running on that and everything! Let’s have 
some thoughts on this, eh? Write to IS IT 
SEAL OR IS IT ALIAS, NMS Priory Court, 
30-32 Farringdon Lane, London EC1R 3AU 


Mailbag 


OCEAN LETTER OF THE MONTH! 

DEAR SEAL 

I have spent restless nights thinking about the NU64 and have chosen you you to 
help put my mind at rest. First and foremost the NU64 sounds phenomenal, but 
from what I've been hearing it will be a machine backed by American software. A 
number of factors have lead me to believe this: 

1. The machine will be manufactured in the USA rather than Japan. 

2. It's been developed by the American company, Silicon Graphics. 

3. All the current Dream Team seem to be American (or European). 

So will the NU64 games be mostly American, unlike the Saturn and the PSX which 
are Japanese supported machines? And let's face it the best games developers 
are Japanese. That's not to say that the American develiopers are rubbish - 
they're damn good. Do you think the NU64 games will be fully rendered images 
and not be the cartoony, sprite-based games that come from Japan? Another 
thing I want to clear up is that, because of the strong alliance between Namco 
and Sony, will we never see the likes of Tekken, Ace Driver and Ridge Racer on 
the NU64? I've spent restless nights thinking about these points, so p-p-p-please 
put my mind at rest. 

CJ Wong, Middlesex 

SEAL: You're not the first person to raise these points CJ. Let me mop your 
furrowed and befuddled brow with my oily rag of ease and utter content¬ 
ment. It's true that the machine is, to all intents, an American invention 
and many of the early Dream Team members are US based companies. But 
don't think for an instant that the Japanese will let an opportunity to jump 
on such a fantastic bandwago pass them by. The next few months will see 
many Japanese companies such as Capcom, Squaresoft and Konami sign 
up. And let's not forget that the genius of Shigeru Miyamoto is currently 
beavering away on several NU64 projects with Paradigm and Angel 
Studios. You dare not dream about the results of such a collaboration. As 
far as all the games being shiny, rendered jobbies, sure, there will be 
plenty of that type around, but I doubt sprite games will disappear - espe¬ 
cially not if Square have anything to do with it. I'd also be very surprised 
to find the NU64 cannot better the likes of Tekken et al. 


KILL KIRBY NOW! 

DEAR SEAL 

Right, a couple of things I'd like to mention. 
First of all I realise it has calmed down now but 
can we stop all this Kirby nonsense. I don't see 
the obsession with a computer character. He 
(or she) won't become the next Prime Minister. 
Now, come on Paul Davies and all of you 
other sad cases, wake up! I've got nothing 
personal against Paul or Kirby. In fact 
Kirby's one of the 
greatest computer 
game characters in the 
world. You don't see 
people with dungarees 
and moustaches calling for 
a new PM and making stat¬ 
ues of him? 

Secondly I think you should 
bring back the High- 
Scores, the Nindex and, 
possibly, the charts. I know 
a lot of people would like 
to see these features back. 

Personally I think NMS is a 
little bit overpriced at the 
moment. £2.25 or less is 
probably the right price. 

You could knock out a 
few adverts as well. Or at 
least take them down to 
one page. Otherwise 
keep up the great work 
on the mag - I can't see 

any other way to improve it. I've been on the 
NMS bandwagon since Mean Machines and I've 
never missed an issue. 

PS. I don't think Kirby is sad, and I don't think 
you're sad either. Actually, some of my friends 
and I have started a SEAL fan club. 

Johnothon Kirman, Ashby-cum-Kenby 


SEAL: You've started a Seal Fanclub, eh? Why 
was I not contacted? Where are all the ador¬ 
ing letters, requests for autographs, hair-clip¬ 
pings, soiled underwear and such? I'll keep 
my eye on the postbag in anticipation. Back 
to your letter - you're right, the case for Kirby 
statues has gone too far. The fat little chuf- 
fer's stealing all of my limelight. The features 
you are yearning for are on the back-burner 
currently. Basically, we prefer to fill our 
pages with reviews, news and hot info rather 
than trot out a load of lists. Much more inter¬ 
esting I think, although we are planning a 
slimmed-down, more appropriate version of 


(ABOVE) Hey Gavin 
Brown, is this your 'pic¬ 
ture', or something. Is it 
US? Heh heh, heh heh, 
er... huh huh. 


CEB 










the Nindex in the near future. As far as 
price and adverts are concerned', it 
would be nice to do it cheaper, but our 
high production values necessitate the 
cost. And fewer adverts would be com¬ 
mercial suicide dear boy. 


DIRTY OL’ TOWN 

DEAR SEAL 

My town, Wellingborough, has 
no arcade game centres. — ■ — 

I have been everywhere 
and I've not seen one. 

We have in our town two 

gambling parlours which 

are small and you have to •/ . 

be over eighteen to get in. ' 

The bowling alley has 

arcade amchines but they 

are all old games like ^ 

Mortal Kombat and some 

crappy soccer game. Then, 

in one newsagents, they 

have Steetfighter II (the 

slow crap one). Then 

there's one computer shop 

that has three arcade 

machines, but they're all 

crap games. Why do I live in i'CS 

this town? Don't ask me why l f 

- it's where I was born. The 

shop across the road from 1_ ——— 

my house had MK2, but that 

had a fault in it so they got rid of it and 

now there's no machine. 

Barry Hodgson, Wellinborough 
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IT'S STUPID...BUT IT MIGHT 
JUST WORK... 

DEAR SEAL 

Is this a hot idea or what? The Nintendo 
Ninstant Win Scratch Card!!! 

At 30p each, the cards would run exactly 
like the National Lottery's, except the cash 
amounts would be 

1 replaced with Super NES 
games. Match any three 
game titles to win that 
particular game - sim¬ 
ple! "How would the 
card be introduced?" I 
hear you cry. Well, you 
could give away one 

(LEFT) The Coz sent this 
one in. Who are you Coz? 
i Where do you come from? 
And where do you go? 

I (BELOW) Hebereke's Front 
I Mission by the bizarre but 
I talented Liou ming Law. 


m 



SEAL: Count yourself lucky. Two 
members of th' NMS staff have t' 
misfortune to come from Rochdale - 
a no-horse town if ever there was 


CEASE THIS MADNESS! 

DEAR SEAL 

I am writing on behalf of al thoze Kirby 
fanz out there (inkluding myzelf) who find 
it hard to believe that King Kirby'z other 
zupposed fanz think it will be enough just 
to erekt Kirby statuez around London. 

Who plopped Ice Tea in their Appletize? 
They are a komplete let-down to the King 
- they kail themselvez fanz? on the zcale 
of Kirby fanatizism they rank down in the 
"blowing bubblez while wearing pink 
underwear" division, whereas I am at the 
top - ie. "putting pink chalk on the 
rollerbladez and zkating out King Kirby 
Forever from pole to pole while lecturing 
the Royal Family on the health advantagez 
of eating pink kabbage". That said I am 
doing all you saddoz out there a big pink 
favour by zharing with you you my thigh- 
zlapping kootn-pikking, bakky-chewing, 
botty zcratching idea for how to do the King 
justice. With the help of a lot of the great 
One'z fanz we must paint London pink! Oh 
yez, it'z gonna take a lot of the fighting 
zpirit but it'll be worth it to know the King 
will be properly goziped about. Who knowz, 
after that even I might be able to zleep at 
night without the aid of my pink hot water 
bottle, bubblegum-flavoured brazzil nutz 
and zoundtrack from Kirby'z Adventure. 

Lucy Briginshaw, Oxfordshire 

SEAL: It'z official. You are the zaddest 

Kirby kase in all Christendom. 

Now zod off! 


iBsi 
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in a later edition of NMS. 

Is their an address I could send this idea 
to? 

Richard Murtagh , Birmingham 

SEAL: Er, no. 

CLOTH-EARED SQUID KIDS 

DEAR SEAL 

Me and my bro have had a mega argument 
about StarWing on the Super NES. At the 
beginning of stage one when "Scramble" is 
flashing on and off, what does the voice 
say? My brother thinks it says "Degree, 
degree, degree. ETA minus prepare for 
launch." What an idiot eh! I reckon it says 
"Emergency, emergency, emergency. Alien 
fighters airborne." I know I'm right 'cos I'm 
clever. But just to shut him up could you 
please print this letter. If you do I'll send 
you a free ton of squid. 

Bob Farrell , Liverpool 

SEAL: Well, I reckon you're right. Mainly 
because there's no earthly reason why 
anyone would say "degree, degree...". I 
mean, it doesn't mean anything does it? 
Hah! What a maroon! Now about that 
ton of squid... 

NOT A FAN 

DEAR SEAL 

Print this letter or die. No pleases or 
thankyous from me - just do it. 

Hello, or, should I say, GOODBYE! I'm sick 
of your stupid face in every issue of NMS 
and that's why you're a dead fish. You 
wanted a new look - you've got one. You'll 
still be in my version of the new look only 
you'll be in my mouth. That's right - the 
GOLDEN KILLER WHALE's mouth. 
Hahahaha! I'm after you, you stinky, rotten 


fish-face. If you want to live bring back the 
charts and the game index you lazy fish, 
and get yourself out of NMS. I, the Golden 
Killer Whale, take your place. 

The Whale Masters. 

SEAL:'Blubber Boys' more like. Ptcha! 

A FAN 

DEAR SEAL 

Hello, please will you let Nintendo know 
that they will be losing millions if they do 
not change their plans. This is because the 
Ultra 64 is not released here 'til 1996 and 
people will buy other consoles for 
Christmas like the Saturn, 3D0 or the 
Playstation - I know I will. Us Europeans 
should be treated more fairly. Nintendo's 
decisions have been very stupid lately. 

Also, why doesn't the Kipper get any fame? 
It's because you keep him locked up in a 
cage in New Guinea and only feed him 
hairbrushes, mouldy old purple bogies and 
Paul's socks, isn't it? Seal rules! 

A Madin, Chesterfield 

SEAL:Unsurprisingly I get a lot of letters 
like this. Have ye no faith? Realise ye 
not that the Ultra 64 will be worth the 
wait. It will be better by far than any other 
console (read our NU64 updates to find out 
why). It will have a brace of excellent 
games ready at release. It will sell millions 
more than any other machine. In short, it 
will blow your socks off and it's just sour 
grapes to buy another machine because it's 
release is not convenient for you. 



(ABOVE) Stephen Lambert is obviously hedging 
his bets with this one. Excellent work though. 



You there! Instead of complaining 
that you can't afford to buy any 
games, why not write to Seal. He's 
got this great thing going with Ocean 
at the moment where he r s agreed 
not to pinkie in the water so long as 
they send his fans a free game every 
month. Can't say fairer than that can 
you! So, you may have noticed how 
somebody here has been awarded 
star letter of the month, and, guess 
what, they win the Ocean game of 
their choice. Just think: Theme Park, 
Addams Family Values... 
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Aah! Summer is at last upon us. The birds are 
singing, little iambs are gambolling, blossom decks 
the cherry trees and the scent of new-mown grass 
hangs heavy in the air. Life is indeed good. What a 
damn shame that I've been stapled to my desk and 
am not allowed to move until I’ve answered all 
these I,linkin’ questions. It’s not fair, I tell you. I’m 
the Editor, someone else should be doing this, not 


me. Where’s Paul Button when you need him. Ah 
well, if you have a question burning a hole in your 
head and want to see me sat at my desk throughout 
all the nice weather write to SHUT UP COMPLAIN¬ 
ING BISCUIT-BOY AND ANSWER THESE QUES¬ 
TIONS OR I’LL DISSOLVE YOU IN A CUP OF TEA, 
Q&A, NMS 30-32 Farringdon Lane, London EC1R 


MY WIFE 

O DEAR ANDY 

All my questions bet¬ 
ter be answered by 
the time I read this or 
I'm gonna come 
round your gaff and personally 
beat you around the head with 
a wet (or at least soggy) 
Mackerel. I will then physically 
kill you with your own shoes 
and lay your dead body in an 
oversized urinal, set you on fire 
and wee on you. You answer 
the questions, though, and I will 
be happy. 

1. When is Sim City 2000 com¬ 
ing out? 

2. Do you have a pair of special 
question answering trousers? 

3. If yes, are they severely 
stained by liquid farts? 

4. Why do Nintendo take so 
long to release Mario games? I 
bet if they brought them out 
every three months they would 
be top sellers. 

AP Kelly, Crapolaville, 

Gonadshire 

O ANDY:L Nobody's 

taken the game in the 
UK. But it's out in the 
Summer in Japan. 2. I 
have a cast iron 


Special Question Answering 
Cravat. I thought everybody 
knew that. 3. Have you been 



going through my laundry ? 4. I 
prefer that they take their time. 
I'm sure we'd all be thoroughly 
sick of Mario if games came out 
with the frequency of, say. 

Sonic. Well I would. 

HAS JUST 

O DEAR ANDY 

I have been reading 
NMS since issue 19 
and it has been get¬ 
ting more brilliant 
since then. I have some ques¬ 
tions here for you. I wonder if 
you would kindly answer them. 
They follow below. 

1. I am one of the greatest fans 
of SF2 and I've been reading 
news about an animated SF 
movie. When will it be released 
in the UK and how much will it 
cost? 

2. In which order should I get 
the following games: Secret Of 
Mana, Super Bomberman 2, 
Super SF2 and DKC. 

3. Will DKC2 be the same as 
DKC, and could you print more 
news about StarWing 2? 

4. Can NMS print more news 
about Ultra 64 as I'm hoping to 
buy one. 

Thankyou for answering my 
questions, and 'teruskan usaha 
anda yang bogus' which 
means 'keep up the good work 
in Malaysian. 

Noorman Marzukhi, 
Loughborough 

ANDY: I. As far as I 
know, no-one has 
taken up the rights to 
the SF2 an/me movie, 
which is a real shame 
as it's awesome - especially the 
Chun Li shower scene! Ahem. 


3AU. 

Perhaps someone'll pick it up 
soon. 2. I'd go for DKC, Mana, 
Bomberman 2 And Super SF2. 3. 
DKC is going to be called 
Diddy's Adventures and we 
won't know how similar it is to 
DKC until after the E3, ask me 
then. StarWing 2 has been put 
back, apparently, so more news 
when there is is any. 4. If you're 
a regular reader you'll have 
seen our unrivalled coverage of 
the NU64, including the first 
actual screenshots. For more 
news stay tuned. 

COMEBACK 

DEAR ANDY 
Please answer my 
questions. 

1. Is Cannon Fodder 
better than 

Syndicate? 

2. Is Newman Haas racing any 
good? Is it better than Mansell 
GP? 

3. Which is best FIFA, Kick Off 3 


or ISS? 

4. When is StarWing 2 coming 
out? 

5. Apart from DKC what Are the 
best Super NES games out? 

6. Are there any plans for a 
Cricket game on the Super 
NES? 

Chris Hemsley, Saxilby 

O ANDY: 1 . Syndicate 

requires more strategy 
and Cannon Fodder's 
more yer moronic 
blaster. I love 'em 
both, don't ask me to choose. 2. 

I reckon it's okay. It's very simi¬ 
lar to Mansell GP in the way it 
plays, the courses are nowhere 
near as exciting though. 3. 
Repeat after me - ISS Rules, all 
other pretenders sucketh the big 
one. 4. Expect it late this year. 5. 
My personal faves at the mo' 
are ISS, Theme Park, Super 
Punchout and the ace Unirally. I 
must also mention PI ok, 'cos 
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nobody else but me and Paul 
think it's any good, which is a 
shame as it is actually rather 
ace. 6. As I am typing out this 
reply I am awaiting the call from 
Nintendo UK confirming that 
International Cricket is on its 
way. Apparently it is currently 
undergoing testing by Nintendo 
of America - what the chuff they 
know about Cricket is anyone's 
guess. 

FROM THE 

O DEAR ANDY 

Please answer my 
humbliest of humble 
questions. 

1. Which should I 
get, NBA Jam or TE? 

2. I have no Streetfighter game, 
should I get Turbo or Super? 

3. Do you think the VR32 will 
be worth the effort? 

4. On Mario Allstars, I can't get 
the Battle game on Mario 3. Do 
I need two controllers or what? 

5. I have Punch Out on the 
NES, should I get the Super NES 
version? 

6. Are there any more warp 
cheats in mario 2 other than 
the one in Q&A 28? 

7. Is Kirby's Adventure on the 
NES any good? 

8. In what order would you put 
these games: DKC, Mario vs 
Wario, Equinox, StarWing, 

Mario World, Pitfall and Super 
SF2? 

Stiofan 6 Dalaigh, Dublin 

O ANDY:!. TE for sure. 

2. I'd go for Turbo, 
Super's not as fast. 3. 
A few months ago I 
would have said no, 
but recent reports would seem to 
indicate that there's plenty of 
promise in the machine. Once 
again I'll reserve judgment until 
after the E3. 4. No. You need to 
read your instruction manual. 5. 
Yeh yeh! 6. There are but the 
one we printed is the best. The 
hotline will be happy to help you 
out with any more enquiries. 7. 
Eess cool sehor. Eeessy, bot 


coool. 8. Ooh I hate these ones. 
Mario World, DKC, StarWing, 
Equinox, Pitfall, SSF2 and Mario 
vs Wario. 

WEST INDIES... 

O DEAR ANDY 

Could the most 
famously excellent 
question answerer in 
all Nintendo-related 
mags bless my letter by check¬ 
ing the questions And grace me 
with your knowledgeable 
answers. 

1. People have said there is a 
third world in Zelda. Is this 
true? 

2. Should I get ISS or wait until 
ISS2 comes out? 

3. What other games are com¬ 
ing out with the NU64 apart 
from Killer Instinct and Cruis N' 
USA? Would Super Streetfighter 
X come out? 

4. In the near future are 
Nintendo making any more 
characters? If so what machine 
will it be featuring on? 

5. In Issue 30 you said you 
know an easy way to access the 
four extra races. What is it? 
Chris Dodgson, London 

ANDY: 1. Those who reckon 
there is a third level are truly 
spanking their monkeys. 2. Why 
miss all the fun? Buy ISS this 
instant. Now, you hear! 3. Not 
this one againI The short answer 
is we don't really know as every¬ 
one's being so secretive. Doom, 
probably, dunno about Super 
SF2X. 4. Help. I don't under¬ 
stand this question. Make him 
go away mummy. 5. Mum, he's 
still here! If it's the Street Racer 
cheat he wants tell him we've 
already printed a couple of 
issues ago. 

JAMAICA? 

DEAR ANDY 
Answer my questions 
or I'll turn into a big, 
pink Walrus and tell 
Paul Davies to stop 
worshipping me. Oh dear. 


1. Aren't you glad I haven't 
written "Please answer my 
questions"? I am. 

2. Should I wait for FIFA 95 or 
spend my money on something 
else? By the time this letter is 
printed I will already have ISS 
and DKC. 

3. What are your worst five 
Super NES games? 

4. Will any Amiga classics like 
Settlers or the Dune series be 
coming out for the Super NES? 

5. Should I buy Zelda for £28 
or Mana for £35? I like the 
playability of Zelda but would 
like the additional bits in Mana. 

6. Are the Madden games any 
good? 

7. What is the best American 
Football game on the Super 
NES? 

8. Will there be an annual 
Madden game (Madden 96, 97 
and, possibly 98)? 

9. This isn't really a question, 
more of an unofficial advert. 
Special reserve is a great dis¬ 
count club and I have saved 
over £100 in less than a year. 
Now there's an idea. Maybe 
NMS could start one, make 
money on the memberships 
without having to pay a load of 
wages. 

Johnathon Kirman, Lines 

O ANDY: I. By the Lord 
Harry I'm glad. 2. 
Spend the money on 
something else. Go 
on, spoil yourself. 3. 
Tom and Jerry, Power Rangers, 
Captain Novolin (top insulin 
adventures ahoy), Skuljagger, 
Wayne's World, Super Chase 
HQ, Golden Fighter, Back to the 
Future, Family Dog, T2, We're 
Back. Ooh I could go on all 
night. 4. I don't know about 
those particular titles but plenty 
of top Amiga games are being 
or have already been converted. 
Witness the likes of Cannon 
Fodder, Putty Squad, Civilisation 
and Ocean have recently signed 
up the programming talents of 
ace Amiga programmers, Team 
17, so expect much dodgy home 
computer game conversion- 
related malarkey in the near 
future. 5. I'd go for Zelda. 6. 
They vary. The best one so far 
has been Madden '94. 7. 
Acclaim's NFL Quarterback club 
is the best. 8. As surely as the 
sun doth rise. 9. Are you sug¬ 
gesting we sell games at knock¬ 
down prices? 

NO! 

O DEAR ANDY 

When I read your 
mag I think I'm in 
game heaven. 
Answer these ques¬ 
tions and I'll think you are king 
of games. 

1. Will Primal rage ever come 


out for the Super NES? 

2. What is your favourite Super 
NES game. 

3. What is your favourite con¬ 
sole? 

4. Should I get ISS, DKC, 
Unirally or Earthworm Jim? 

5. Is Theme park any good? 

6. What is the best platformer 
ever on the Super NES? 

7. If I was to buy an RPG what 
would you recommend? 

8. Are there any cheats for 
Legend on the Super NES? 

David Byrnes, Limerick 

O ANDY:!. News in this 
very issue matey-boy. 
2. Plok. Sad but true. 
I'm a big fan of ISS 
too. 3. Super NES. 4. 
Push out the boat and get 'em 
all. 5. Och aye! 6. That accolade 
still belongs to Super Mario 
World. 7. Zelda and Mana and 
Chrono Trigger. 8. Remove the 
cart from your machine, pur¬ 
chase a standardissue AK47, 
stand well back and let her rip. 
PrestoI You need never play this 
insipid pile o' pants ever again. 

AND THAT’S A CRAP 
JOKE ANYWAY 

O DEAR ANDY 

Please answer my 
questions. 

1 . Is Doom coming 
out on the Super 
NES? Will it be programmed by 
Rare? 

2. Have you got any pictures of 
what the Ultra 64 will look like? 

3. What about a definite 
release date? 

4. When is Earthworm Jim 2 
coming out? 

5. Are there any more cheats 
for DKC? 

6. When is the sequel to DKC 
coming out? 

7. Why aren't there any posters 
in the mag any more? 

8. Are there any more decent 
wrestling games for the Super 
NES? 

Andrew Tomlinson, Manchester 

O ANDY: I. it's very 

possible that we may 
some hot news 
regarding that title in 
the near future. It's 
nothing to do with rare, though. 
2. I'm told there'll be a mock-up 
of how the Ultra is expected to 
look on show at the E3. So 
make sure you buy next month's 
issue. 3. Nintendo UK will only 
say early next year sometime. 

We keep hearing rumours that 
it'll arrive earlier. Let's hope 
they're true. 4. It'll be out in 
time for Christmas. 5. No. 6. 
Same as for EWJ2. 7. More 
posters are planned soon. 8. 
Muscle Bomber, Saturday Night 
Slam Masters or whatever it's 
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They seek him here, they seek him there, 
and they inevitably find him everywhere. 
Who? Kirby of course! This time his i 
portly pink figure graces the Super 
Game Boy in the much awaited A 
sequel to Kirby’s Dreamland. 


Hal laboratories 7 prodigal blob Kirby takes to 
the platforms again with the sequel sticking 
quite closely to Shigeru Miyamoto's success¬ 
ful formula. There are some fresh attractions i 
though. No longer the loner, Kirby is joined 
at various stages in the game by chums 

intent on protecting his spherical finesse! 
Dreamland 2 is set for release some time 
this summer so keep 'em peeled for a S 
review in a largely flat and rectangular f 
copy of NMS soon. i|H 


MY BUDDIES AND ME 

Kirby doesn't stand alone in this platform bonanza. 
The terrain on each level varies from ethereal hop¬ 
ping among the clouds to fighting currents under 
the ocean or tackling the manifold dangers 
"" -j on solid terra-firma. It's a good job then 
/ that this sequel features some of Kirby's 
/ buddies who are well suited to these changes 
p / in environment. When our mallow hero 

4 teams up with any of them, performing special 
7 attacks becomes a possibility. Here's a look at 
/ the special talents each of them possess: 


BAD BREATH 

Kirby's infamous talent for sucking in the bad 
guys and spitting them out is still as impressive as 
ever. In this sequel, all of the power-ups familiar 
to the first game are available, whether it's bash¬ 
ing foes with an umbrella, transforming into a 
lightning quick fireball, spitting snowballs and 
stars, transmitting deadly electricity or unleashing 
a spiky armour to have a poke at those 
pesky baddies. 


Ever willing to carry some 
weight, Rick the hamster is the 
first chum to put in an appear¬ 
ance. By jumping on his back, 
Kirby saves himself some leg 
work. Should a fireball pick-up 
come along, the combination 
means that rather than Kirby 
darting around furiously, Rick 
^ spits fireballs. If it's an 
\ umbrella, Kirby sits on top 
\ of it making it easier to 
A I deal with enemies 
* I attacking from above. 


GAME DATA 


• GAME: KIRBY’S DREAMLAND 2 

• BY: NINTENDO 

• RELEASE: SUMMER 

• GAME TYPE: PLATFORM 

• PLAYERS: 7 

• CART SIZE: 4 MEG 
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COO 

Perhaps 'Tewit-Tewoo' might have been a 
better name because Coo is more owl 
than pigeon. Nevertheless, with the 
trusting Kirby in his claws, Coo flaps 
about with ease, enabling the little 
fella to concentrate on searching for 
pick-ups. If any umbrellas materialise, 

Coo is free to unleash a deadly spin attack. For 

enemies wandering beneath 
the spike power-up deals 
with them most 
efficiently. 


KINE 

What would a platform game be without fish? 
Fishless that's what, but Kirby's third buddy, Kine, 
makes sure we're not short on piscine related 
action. Climbing inside Kine's mouth, Kirby is no 
longer a slave to the savage currents that plague 
the water levels. The spike pick-up works 
the best special attack, Kine 

transforming into a 
spike fish to burst 
any enemies bub¬ 
bles! 
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(ABOVE) Let's fate it, this is about the worst place,Dredd 
could have chospn to stand here! Tsch! Get doWruman! 


^erp.s ( beware: Judgement Day 
approaches and Dredd ain’t taking no 
. prisoners! Prepare to enter the 
jurisdiction o f Mega City One 
&s the most.dynamic hero in fm 
British comic-book history. 

/' yVf ( 

A lot of water has passed under the f 

development bridge sinc4 we first.* I 
looked at the raw mecjpdnics of Probejs I 
Super NES adaptation. At the time of | 
going to press all 1 3'le^fil^are nea4f*g—H I 

completion, with onl y tho fino<;t rtf M 
* defqps missing. The game engine has I 
been fine tuned to guarantee that all ■ 
■~|hqra|ter^T»ct true to- fo r f 

fo hau thii Course of ju stir.fi oh nn rl the ^ 
bangs have got bigger! Settle back and \ \ > 
acjmiijei tnerview of the wondrous NMS 
preview territory as wlT^gWrwsearch of y 


(ABOVE) Not sure what Dredd's up to here, But,he's sure 
to be doing it pretty well. He's that sort of bloke really. 
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GAME DATA 

• GAME: JUDGE DREDD 

• BV PROBE / ACCLAIM 

• RELEASE: JUNE 

• GAME TYPE: PLATFORM 

• PLAYERS: 1 

• CART SIZE: 16 MEG 


© 1995 Cinergi Pictures Entertainment 
Inc. and Cinergi Productions N.V. Inc. All 
Rights Reserved 
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PREVIEW 
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gp (ABOVE) Only Dredd could stand 

^ there like that and not flinch. W hat 

a guy! 


THE LAWGIVER _ ... jX . 

Compact, multi-functional, and deadly - tjre Lawgiver Mark Two 
sidearm is a Judge's best^end. Not onfy'cfoes it unleash unli mited 
armour piercing shells info unrepenting crims^ but it also h atc te 
potential for more devastating destruction. Object the discarded 
ammo dropped by perps and Dredd ctin fg]l back on the power of 
homing missiles, grenades, ricochet charges^ffie massive double 
whammy, and illuminating flares. 


MED fitflLE - 

OUTER BOUNDARIES 

Dr4dd's re glm is no plac q for those weak o f will oj r stoma ch. The 
supgw -ricJV and super-cl^an sjSires of Uptoy/.n see^p* a distant pc*st 
ZSSSe theil l i vvm o H v c n t g rks inkHlie peip infested wf ♦lipmTme 

ridden districts of Mega City One. The pursuit of justice takes Dredd 
beyond the sewers to the wastelands of the arrid Cursed Earth to 
confront the robcafe^d hothead Mean Machine Angel and his legions 
of mutie rebels. From here the action reaches new heights in Dredd's 

with,.bis.alter ego and 
genetically cloned brother, ‘Rico. 
Towards the end of his quest,, not 
to give too much away, fexpecf an 
^ inter-dimensional jaunt to the 

territories of the Four Dark 
b. \ Judges! 




' •' TERMINAL DIAGNOSIS 


f Never one to be left in the cyber-dark, Dredd keeps stays perma¬ 
nently on-line. By logging onto one of the many terminals in the city 
the Judge can check on the status of the current mission-, the condi¬ 
tion of his body armour, and state of ammo supplies. In addition the 
computer terminals offer a gateway to the city's central CPU from 
where doors and other machinery can be operated. 


PLATFORM PERP'gPLEAD FOR MERCY!! 
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CENTURY 


FIST OF FUN 


Tired of spraying lead? Looking for something a bit more active? 
Then why not go for good old hand to hand combat. Dre'dd has a 
variety of really tasty thumps , kw e ck s , cr uel U ic ko j uo + be 

directed to troublesome citizen. As soon as the unsuspecting foaL 
encroachesion Dredd's space, the Lawgiver takes a break 'while the 
Fteflon dad fists fly into action! i 


THE DARK SIDE 
OF THE FORCE , , 


(ABOVE) Mena Machine leads the way. His walking pace 
has Dredd running just to keep up. 


As you'd expect something evil lurks behind all of I 
But this is no ordinary eVil, this is evil embodied - 
The first clues of their involvement stem from the 
more spirit than you'd expect from your everyday • 
hapless characters are the victims of the interdirrt 
the apocalypse and their possessive powers. Once 
killed, the possession is expelled from the host aj 
tured in a Boing to prevent them from ca using fJ 


□redd's problems, 
the Dark Judgeft 
3erps with a little 
Ireet scum. These 
msional bikers of 
the lost souls are 
nd has to be cap- 
rther turmoil. 


(ABOVE) Dredd accosts some weird 
looking cyber-perp. 
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SPREAD 'EM CREEP! ’ 

As fnr cls Dreriri's rnnrfirnfid Ihfi nnly pnnH pnrp i% nitefldflfirp 1 Bui some-. 
t i moo 4ho l ow l ifao oro Vaults in an Iso-Cube. li__ 

from the outright blasting the Lawmaster can fire off a couple of rounds and 
then choose to arrest the felon. A flick of the Lawgiver and a shake of the 
fitjntrcuTTs ensure The crim worn be moving umii The rockeT powered f‘~~ 
arrives to whisk them off for a long stretch. At the end of each tour of duty, 
the number of arrests are totted up and added to Dredd's law enforcing total. 
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PREHISTORIC ONI 


WEAPON-WIELDING WARRIOF 
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COMBO CHAOS 


There's nothing quite like a satisfying combi¬ 
nation assault in a decent combat game, is 
there eh? Well, obviously the programmers of 
Weapon Lord agree - hence the inclusion of a 
combos system very similar in execution to 
Super Street Fighter II. Just like the Capcom 
classic, Weapon Lord features some attacks 
which inflict multiple hits with just one button 
press. Build your combos around these 
assaults and five or six hit attacks should be 
pretty simple to execute. Yeah, right! 




- * - 


Namco 
have secured 
themselves 
something of 
a top-notch 
reputation for 
producing quality 
wares - recently 
because of their topping 
‘next generation* gear. But the 
company haven't totally 
neglected the Super NES - 
hence the arrival of 
WEAPON LORD. 


SJPfRMfMt} 


You might be pretty happy with your Super 
Street Fighter II or Mortal Kombat, but 
Namco reckon that their prehistoric sword- 
slinging combat title has more than enough in the gameplay 
department to take on those two established giants of the genre. 
The great thing about this title has to be the various tools of death 
you use upon your hapless opponents (which sort of explqins the 
title really). Yes, swords and shields are part and parcel of the com¬ 
bat feast that awaits, but other treasures such as axes, double- 
edged razor-sharp staffs and suchlike proliferate. This makes for a 
combat game that is takes quite a while to master because at first it 
seems so totally different to anything else you'd have played before. 
Namco have incorporated suc¬ 
cessful ideas from other com¬ 
bat games, so you can expect 
to see the likes of fatalities 
(although apparently Weapon 
Lord uses a totally new system 
of doing them, which sounds 
okay by us) and combos 
aplenty, of course. 

But is it really any good? Well, 
you'll find out in the next cou¬ 
ple of months when we get 
our hands on a complete 
review copy. Look out for it... 
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ON-ONE ACTION! 
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SWORD-SLINGING 


DEATH A LA MODE 

Namco certainly aren't mucking about 
when it comes to different game varia¬ 
tions within the Weapon Lord cartridge. 
There's the obligatory Versus Mode, 
whicch pits two players against each 
other, along with a top notch Story 
Mode, which lends plenty of atmosphere 
and background detail to the character 
you've chosen to take through the game. 
Finally, you can look forward to arcade 
mode, which is basically just like the 
Story Mode, but without the, um, story. 


SORCEROUS COMBAT! 






^ r* 


WITCHCRAFT INCLUDED 

... At no extra cost. Although there are some spe¬ 
cial moves that involve various trickery involving 
the blade at your disposal, some character also 
have magical capabilities that result in flaming 
swords, fireballs and suchlike. It's just the thing to 
liven up the proceedings really. 


W ^ i 
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... OF DOOM! 


ENTER THE 
ULTIMATE CODE 

On the options screen, it's possible 
to enter codes that enable you to 
bypass the early characters and pick 
up where you left off. Such a system 
is wide open for special codes that 
add cheats and do 'strange' things 
and we reckon that Weapon Lord 
will take advantage of this obvious 
lastability-boosting device. 
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BULLFROG 


SALES CURVE 

SUPER NESIt's been done a thou¬ 
sand times before - or there abouts - but 
Mr Tuff does it admirably well. This game 
looks pretty nice, in a carefully bitmapped 
kind of way, though Tuff himself falls short 
of imposing himself as the all-powerful 
master of destruction. Just a power-tool on 
legs with some interesting accessories. That 
said, Mr Tuff is a well planned and relative¬ 
ly frustration free game, so is of some 
interest to players seeking another plat¬ 
former to conquer. 


SUPER NES 


It's satisfying to find the Super NES still being well catered for with quality sim 
ulations. They can hardly get much better than BullFrog's Theme Park, release 
through Ocean. A quick glance at our players' guide this issue reveals how in 
depth it is, also how much freedom players have to create exactly what they 
want from a vast selection of menu items. What's harder to depict is the 
underlying sense of fun that permeates the restrained maniacal proceedings. 
Buy it and you'll be pleasantly surprised. 


HUDSON SOFT 
SUPER NES 

Nintendo Magazine System's favourite melon 
head behaves every bit as crazily as you 
might expect from such a weird appear¬ 
ance. Really this is just about 
the most whacked out plat- 
form adventure we've seen 
in a long time, and we're 
glad Virgin haven't left 
Hudson Soft's premiere char- 
acter to be appreciated solely Jf 
by Japan. It's a little on the 
easy side, but the game is 
such a riot you almost don't 
care. Try it once. You might 
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PGA TOUR GOLF 


oY:THQ 

FORMAT GAME BOY 

MMS RECOMMENOu: 


No doubt about it, PGA Game Boy is the 
best portable set of links money can buy. 
It's clear, it's simple and infinitely playable. 
More than that, it's quite an achievement 


ILLUSION OF TIME 


NINTENDO 
EORMAl SUPER NES 
MMS RECOMMEN0ED 

Nintendo's premier release this month is reviewed on pages 28-31, where you 
have no doubt already seen how wonderful it is. It's an action RPG with the 
emphasis on reflexes and technique. The puzzles are fairly straight forward, 
but it's the plot that inspires genuine interest that maintains the tension. Put it 
this way, Nintendo themselves really wouldn't release Illusion of Time if it 



converting a game previously only available 
on high end personal computers to such a 
small format. First port of call before Picross 
hits the shelves next month. 


weren't up to the standard of A Link to the Past and Secret of Mana. So your 
course of action is now fairly obvious - buy it! 
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SUPER INTERNATIONAL CRICKET 

NINTENDO 

SUPER NES 

Though we greeted news of this game with no small amount of dread, it has 
emerged as the surprise hit of the month. Our resident cricket expert assures 
us that SIC remains true to his beloved sport, so we can't argue with that. 
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PolyGram Video 


r m ^ v 1 

A 






f—.F 1 

■ 0 



























GAMEGEAR 


















